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The New Sound Blaster AWE32." 


is, a powerful digital signal processor, and 


the hottest audio effects all on the same sound card. That’s 
why it’s the next generation PC sound standard. 


The Sound Blaster AWE32 puts the world’s purest 


music synthesis technology (from E-mu Systems ) inside your 


PC. It also includes effects like chorus and reverb for 
increased depth and richness. And QSound so you can 


position sounds in 3D. It even comes with downloadable 


[ = SOUND BLASTER AWE32 INCLUDES: Se 


SOUND BLASTER AWE32 GENERAL MIDI INTERFACE HSC INTERACTIVE SE 
TRUE 16-BIT CD SOUND THREE CD-ROM INTERFACES CREATIVE WAVESTUDIO™ 2.0 
ADVANCED WAVEFFECTS™ MICROPHONE QSOUND CONTROL PANEL 
CREATIVE ENSEMBLE * 
CREATIVE SOUNDO'LE™ 
CREATIVE MOSAIC 


SYNTHESIS SOFTWARE INCLUDES: 
32-VOICE POLYPHONY CAKEWALK APPRENTICE 
SAMPLING SUBSYSTEM FOR WINDOWS 


SoundFont™ technology, so you can add to the library of 
sampled sound effects and instruments. And the latest speech 


technology, so you can navigate through all the major 


Windows” applications using voice commands. 
Of course, it’s a Sound Blaster. So it makes all your 
favorite games and software sound more outrageous than 


you ever imagined. All this sound technology could cost you 
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thousands. But the new 


Sound Blaster AWE32 {is 
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only $399* No other sound a ' 
with Advanced Warlffects™ Symtheniy 


card comes close. Sound 


? 


Interesting? Visit your 


local Creative Labs dealer. —s 


Or call 1-800-998-5227. 


CREATIVE LABS, INC. 


*Suggested retail price. ©1994 Creative Technology Ltd. Sound Blaster, Sound Blaster AWE32, Advanced WavEffects, Creative VoiceAssist, Creative TextAssist, Creative Ensemble, Creative WaveStudio, Creative Soundo’LE and 
the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective owners. 
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UES: inquiries: Creative Labs 1-800-998-522 


or 408-428-6600. International inquiries: Creative Technology Ltd... Singapore, TEL 65-773-0233 FAX 65-773-0353, 
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COMPUTER GAME REVIEW 


Occasionally | find myself in the position of being a doom-sayer for this or another 
industry. | won’t put myself in that position here, but the subject of computer software 
piracy is a sore one with me. Computer piracy is a totally selfish act. It’s putting your own 
private gain in front of the well-being of everyone else. Arguably, that’s the American 
Way, but it’s killing this industry and the people in it. 

Piracy, pure and simple, is stealing. If the toaster of the average person on the street 
broke, they'd go buy a new one. Chances are very good that they would not go to the 


local department store and steal one. 
Why is it then, that this same person will 


think nothing of taking a copy of a piece lF YOUR JOYSTICK BROKE YOU PROB- 
of software? It’s essentially the same ABLY WOULON’T GO STEAL ONE, 


act—piracy and theft are both the act of 

taking something that doesn’t belong to WOULD YOu? 
you and that you didn’t pay for. Maybe 
the toaster analogy isn’t a good one. You want a better one? If your joystick broke you 
probably wouldn't go steal one, would you? Then why would you steal a game when 
your old ones have gotten boring? 

Recently, an associate (not someone from CGR) showed me aan illicit copy of a major 
game that he had downloaded from a bulletin board. The copy he downloaded came 
with a disclaimer that told whoever happened to load up this game that they were only to 
play it for 24 hours, take it for a test drive, so to speak. While this is a very noble senti- 
ment, it’s highly illegal. Especially when you take the time to delve a little deeper into the 
files contained in this download. Suffice it to say that the motives of the game crackers 
were not as altruistic as their disclaimer 


» « eTHE MOTIVES OF THE GAME “0U!d have you believe. 


| bring this up because the person 


CRACKERS WERE NOT AS ALTRUISTIC AS who showed me that game was under 
THEIR DISCLAIMER WOULD HAVE YOU the impression that the disclaimer pro- 


tected him. It doesn’t. Even if it did, 
BELIEVE. what’s to stop him from keeping a non- 
copy protected version of this game 
without telling anyone? If 95percent of those who download the game erase it, that 
means that 5 percent are ripping off the company that produced the game. If you see 
something like this out there, be warned; that disclaimer that’s worded so nicely about 
how unfair it is that you don’t get to play before you pay (and yes, that does make some 
sense) doesn’t justify the outright theft of the product. 

I’m enough of a cynic to believe that moral appeals do little if any good (I consider 
myself the world’s first and only practicing Zen Bastard. More on that later). So, | won’t 
get all huffy and tell you something you already know—piracy is wrong—and | won't try 
and appeal to Mom and apple pie or even the Justice Department. |’ll tell you why piracy 
is wrong from the exact SQM€ 0 
a use: greed and personal ’'w ENOUGH OF A CYNIC TO BELIEVE 

If you don’t like to play computer THAT MORAL APPEALS DO LITTLE IF 
games or don't have an interest in them, 
you wouldn't be reading this magazine. ANY GOOD. 
That being the case, it’s a pretty good 
bet that you would like to see the computer entertainment industry hang around for 
awhile longer. The more you pirate, the less likely that is of occurring. The more games 
and software you take illicitly, the less money the people who produce these games 
make. The less money they make, the fewer games they want to devote time and 
resources to. One of the reasons that games have gotten better and more exciting is that 
companies have made enough money to drive research and development of those titles. 
If profits fall off, R&D will be one of the first things cut. Unless you want to keep playing 
the same thing year in and year out, spend the money to support this industry. The 
choice is yours. 


Steve HONEYWELL 
EDITOR 


No, we're not talking about twisters that 
wipe out trailer parks in the Midwest. We're 
referring to Cybernetic Clones, deadly creations 
of an alien race bent on Earth’s conquest. 


you've ever seen. Plus an advanced smooth 
scrolling, head-on perspective. Incredible cine- 
matics. And state-of-the-art digitized voices, 
sizzling sound effects and breath-taking music. 


To add insult to injury, these | 
CyUlones are actually captured re el 
humans Sasa into flesh- Catapulting you into a total 
aaa a> * , — multimedia experience! 
aed, ieepeac eendis tatts 10 ORDER: Visit your retailer or call 1-800- 
jump into action. Especially when this - 
futuristic adventure promises some of 
the most spectacular full-motion video 


245-4525 with Visa or MasterCard 
(U.S. & Canada only, please). 
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JOURNEY ON 


THE BACK OF 
A DRAGON! 


DOmARK OFFERS LORDS 
OF MIONIGHT, A ROLE- 
PLAYING GAME THAT 
SHOULD HAVE THE 
COMPETITION SCARED. 
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REMEMBER THAT GAME 
YOU PLAYED SO MUCH YOU 


LOST YOUR GIRLFRIEND... 


YOUR JOB...YOUR CAR... 


GOOD NEWS... 
IT'S BACK. 


LODE RUNNER 
THE LEGEND RETURNS 
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It's more addicting than ever. With all new graphics and sound effects, plus 150 new Levels of non-stop 
action. Play alone or head-to-head. Use the lightning-fast Game Generator. to create torturous worlds 


of your own. See your retailer or call 1-800-757-7707 (Ask for offer D845). 
SITERRA®” 


(pi 


Available for: DOS. Windows, MAC, DOS CD-ROM. LODE RUNNER is a registered trademark licensed exclusively to Douglas E. Smith. ©1983. 1994 Douglas E. Smith. Sierra On-Line Inc. All rights reserved. 
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Don't make Darth Vader angry. You wouldn't like him when he’s angry. Most of the 
time when you think about the Star Wars universe, you figure ol’ Darth is the bad guy— 
that’s ‘cause he is! But have you ever stopped to consider what life must be like for the 
people who are flying around in those funny-shaped ships that don’t have any shields? 
Hey, they have families, too, just like the people in the Rebellion. Even Darth has a cou- 
ple of kids running around somewhere. Take a second and think about those guys in 
the white armor who keep getting picked off in the Star Wars movies. Sure, it’s fun to 
watch ‘em get dusted, but they have feelings, too. Now you can find out first hand what 
it's like to be a very small cog in a really big machine with TIE Fighter from LucasArts. 
You'll fly half a dozen different ships in seven different battles, some critical and others 
simply part of the Empire’s daily routine. You will get to spend some time touring the 
spaceways with Darth, pictured below. Of course, before you get to fly with him, you’ve 
got to prove yourself. TIE Fighter offers some quantum improvements from X-Wing in 
many ways. To find out what the crew has to say about LucasArts’ latest space combat 
entry, turn to page 18. 


Stalking the corridors 
iS a thief with a 
Stolen device of enormous 
untold power. 


Let the 
Hunt Ded 
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Coming this Fall. 


For PC and Mac on CD-ROM. 


Inquiries please call 415-813-8040. 


TM, ® & © 1994 Paramount Pictures. All Rights Reserved. 
Star Trek: Deep Space Nine is a trademark of Paramount Pictures. 
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EVERY DAY VOU SURVIVE 
15) A VICTORY! 


WHAT YOU NEED TO SUCCEED IN 
ALONE IN THE DARK 2 
CARRIER'S AT WAR Ii 

NOMAD 


FAILED POTENTIAL. .. 


| don’t know if you are aware of all the 
outrage being expressed on America On- 
Line in the Sierra Company bulletin board 
(and from what | am told, on other net- 
work bulletin boards as well) over their 
new release Outpost, but if not, you 
should take a look. Since you have edito- 
rialized in past issues over a trend in com- 
puter games to go for high-end graphics 
while neglecting game play, this seems to 
me to be a horrible example of exactly this 
condition. That a company as respected 
and influential as Sierra should perpetrate 
what almost amounts to fraud on the gam- 
ing public demands critical attention from 
the press. Frankly, | think their feet need 
to be held to the fire on this one, so that 
finally some company somewhere will get 
the message: graphics do not by them- 
selves make a game. 

As a sorry owner of Outpost who bought 
it from a store (Egghead) that does not 
accept returns, | had awaited this game 
for months. | even bought the hint book 
which came out three weeks before the 
game did. However, the final product is 
incomplete, extremely badly documented, 
poorly put together and designed, and a 
horror to play (though it is nice to look 
at—but as one angry purchaser said on- 
line, | thought | was buying a game, not a 
screen Saver). 

The whole thing looks like it was rushed 
out the door before it was close to being 
finished. Many of the features that were 
given prominent space in the hint book 
and in what passes for a manual, such as 
trade, diplomacy, roads, monorails, Al 
management of daughter colonies, etc. 
(items that appeared to be vital to making 
the game dynamic), were left out and are 
now promised in a future module, for 
which we must spend more money. And 
this to get what was originally promised 
us! 

There is an on-line help feature, mas- 
querading as your assistant Al, but all it is 
is a text-reading program that reads word- 
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Ourrost: Does m Live Up 


TO THE 


Hyre? 


THAT, AND A WHOLE LOT OF LETTERS FEATURING 
NUMBERED LISTS OF QUESTIONS. . . 


Send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


for-word (and slowly) the text that appears 
on your screen. Unlike in Civilization, this 
text gives no advice from this so-called Al, 
no hints, no help in actually playing the 
game, only a description of each item you 
can build. But neither the manual nor the 
Al tells you how to build or acquire some 
of these things, resulting in needless frus- 
tration. 

The hint manual is not only convenient, 
it is actually necessary to even have a 
chance with this game. It contains materi- 
al that should have been in the manual. 
This trend toward skimpy documentation 
backed up by extensive hint books that 
cost $20 and provide most of the informa- 
tion you need to play the game is simply a 
rip-off by companies that are letting greed 
overwhelm their sense of providing good 
products. It is the equivalent of buying a 
car and being told the wheels come as a 
separate package. | think something 
needs to be said in the press about this 
trend so it can be squashed before it 
takes over. However even this hint book is 
not sufficient. Only trial and error or help 
from friends who have also spent hours in 
trial and error finally gives you the infor- 
mation itself to play the game, what little 
game there is. 

The game itself—the game system, that 
is—appears to be the main puzzle that 
player must solve in order to succeed; 
even the save game feature will not work 
unless certain conditions are existing on 
the screen (for example, you cannot save 
the game if any robodozers are on 
screen), but nowhere in the manual nor in 
the README file does it spell this out. It 
simply says that the simulation is so com- 
plex that you can only save at certain 
points when internal processing is com- 
plete, but it doesn’t say when or where 
those points are! 

| am told that Sierra believes that part of 
the fun of a game is discovering how the 
game plays, how it works, what you have 


to do. This can be true depending on the 
game, but in this game, this is not true. It 
certainly is not true to life in a simulation; 
what starship commander would be sent 
out with the last remnants of humanity to 
form a colony without knowing how any- 
thing under his command operates? More 
importantly, when game play consists of 
figuring out how a game is played, it is 
usually because there is not game there 
at all. 

| feel this is the case with Outpost. After 
some struggle, | did figure out this game 
only to discover that it is actually very bor- 
ing. It is SimCity in Space, but not done 
anywhere near as well as SimCity. And 
since most everything gets built under- 
ground, it is really SimCity in a Hole. All 
the planets you can colonize are the same 
game after game, and important data 
about the planets (such as their Hostility 
rating) is left out of the information you are 
given on screen (though it is given in the 
hint book), though the manual tells you 
how important it is to refer to such infor- 
mation (a suggestion you must buy the 
hint book?). The planets all look alike. 
There is no sense of wonder, no discov- 
ery, no humor (except for sophomoric 
comments by the Al such as, “Your colony 
is in trouble. . .have a nice day!”). 

There are no announcements to alert 
you to trouble, no easy way to find out 
what the trouble is, no clear instructions 
on how to get your robots working, how to 
find new mines, just the tedium of figuring 
out a faulty game design. 

In fact, the one word that most 
describes this turkey is boring, as in dull 
and meaningless. All the factors that 
could make it interesting—and for a 
game, more importantly, fun—are left to 
future modules, which, if the game is 
returned to stores at the rate suggested 
by the comments on-line, will never be 
created. 

To top it off, instead of using CD space 
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$l edieval England 1268 A.D. 


n this time of castles and conquests the throne sits empty. Serfs are restless; 
rebellion is in the air. The Lords of the Realm invite you to join their ranks: 


Build your castles. Marshal your resources. 
Test your troops in siege and battle. 


Behold! Your lands grow and your serfs prosper. Your armies swell and your 
castles dot the hilltops. On bended knee, your knights swear eternal fealty. 


(Ho for the (rown. 
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good strategy title, but his gaming 
_ tastes come in all varieties. In an 


_ incredible confluence of character traits, 
| Kevin shows signs of being both sloth- 


in his torpor and ferret-like in his 
occasional ability to not concentrate for 
| any length of time on anS. 


Ted: The most intent person we know, 
and perhaps the most intent person in 
North America, Ted has spent much of 
this month playing TIE Fighter. Certain 

genres of gaming pass right over Ted, 
like adventure and sports games in 
general. Puzzle games will keep him 
glued to the monitor for many hours, 
thus exposing him to harmful levels of 
radiation. Ted combines the harsh stare 
of the eagle in his gaming intensity with 
the blindness of the proverbial bat in his 
sometimes unobservance. Please note: 
this doesn’t mean Ted can fly. 


Steve: Our humble editor has spent 
way too many hours mumbling “one 
more mission” and sitting down, once 
again, to play TIE Fighter. He’s also 
been here late at night putting Dark 
Legions through its paces. Steve likes 
many different games, action and strat- 
egy titles being his favorite genres. 
Sometimes as deadly serious as a puff 
adder, Steve also exhibits the good 
humor of a friendly chimp. Please note: 
this does not mean Steve is venomous, 
and he wants it known that he doesn’t 
have a red butt. 
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h, anc later on, it was even 

re difficult to get him away from both 
_ TIE Fighter and Superhero League of 
_ Hoboken. Kevin is most at home with a 


to add n more e features to the game sieht 
ing the ones that had been promised), 
there are advertisements and promos for 
future modules, and a set-up program for 
INN, Sierra’s on-line network! 

The game also seems to have a lot of 
bugs, particularly with its sound and 
music. Yet, on-line, Sierra has been totally 
ignoring the questions, needs, complaints, 
etc. of their customers, which has got to 
be suicide for a company in the late 20th 
century, when customer-driven retailing is 
the norm. 

Three-Sixty is a good example of a cus- 
tomer responsive company. When their 
first edition of Patriot proved to be virtually 
unplayable or at any rate, deadly dull, 
they revamped it and sent an update disk 
to all those who had purchased this game. 
They responded to their customers, which 
is why, as a Patriot purchaser, | continue 
to be loyal to Three-Sixty. They care 
about the value | receive as one of their 
customers. | only hope Sierra can be as 
Caring. 

A friend of mine back east who man- 
ages a computer store says he is getting 
a /0% return rate on this game! | feel this 
product is an insult to the gaming public. 
What the computer game press has been 
ballyhooing as the next “Game of the 
Year” is nothing but junk in its present 
State. It needs to be recalled and all the 
current owners given a real update. 

| hope your magazine addresses this 
issue and takes Sierra to task. Otherwise, 
what stops other companies from follow- 
ing this lead, publishing screen savers as 
games? Especially since your magazine 
devoted its June issue to making Outpost 
its cover story and gave it such a glowing 
preview, you need to take another hard 
look at this “game” now that it is out and 
your reviewers can actually see for them- 
selves what this product is really like. 

David Spangler 
Issaquah, WA 
P.S. As you pointed out in your current 
(July) issue, if someone is looking for a 
true Game of the Year, check out X-COM 
from MicroProse. It is outstanding in every 
way—a joy to play, easy to play and filled 
with wonder, story, great graphics, sus- 
pense, fun and a willing suspension of 
disbelief. It has everything that Outpost 
does not have, except the graphics. 


Sierra On-line has been firmly dissed 
across virtually every bulletin board sys- 
tem in existence. Rather than restate your 
case, David, !'ll call out a few points: 

Realize that all of those things that you 
were promised that are appearing in 
future modules were promised to us, too. 
We wanted all of those things and were 
disappointed that entire sections of the 


hint book and manual were not included in 
the game. It’s not like we were jobbing 
you on this—when we previewed the 
game all of those things were in there, or 
at least were supposed to be in there. 

And yes, we did feature Outpost on our 
June cover. From what we had seen of 
the game at that point, it warranted that 
kind of attention. We stand by that pre- 
view, since that article contains informa- 
tion that, at the time, was applicable to 
Outpost. Do we have a responsibility to 
you, the reader, now that the game is out 
and found wanting? Yep. We’ve printed 
your letter, and I’m not disagreeing with 
anything you say, with one exception: 

! am not aware of Sierra’s policy on 
Outpost, but in the past, they have had 
one of the better customer service groups 
in the computer entertainment industry. 

One of our major complaints with the 
game was that all of the other planets in 
the solar system were getting hit by the 
comet as well (which indicates a 
Dickensian coincidence of literally galactic 
proportions or an alien presence with 
really good aim). It made more sense to 
us to just hop out to Mars and the Moon, 
wait a few hundred years, and then come 
back. 

Incidentally, even though Egghead 
doesn't accept returns, Sierra does. Read 
your manual and you will find that for the 
simple price of telling them your gripes, 
they'll refund your money. 

For a full review, check out CD-ROM 
Entertainment. 


EIGHT IS ENOUGH... 


| have been buying your magazine since 
1992 from my local 7-11. So after 2 years 
of reading and not writing a letter, here’s 
what | have to say. 
1) You guys write the best flippin’ maga- 
zine ever. Period. 
2) About X-COM; | have played the demo 
and it's cool. However, | got the demo 
from Computer Gaming World, who 
packed [it] without any instruction what- 
soever. Not even a vague tutorial in the 
README file was included. | went on the 
Internet telling people | beat it, and no one 
believed me. “Too tough,” “Can’t figure it 
out,” was all | heard. | guess a lot of peo- 
ple subscribe to CGW (though | can’t 
imagine why), so I’m assuming that the 
sales will be less than spectacular. 
3) Over all this censorship stuff, why don’t 
they just rate games like movies? There, 
a plain and simple solution. 
4) One thing I’ve noticed lately with the 
reviews is that you have been saying 
spectacular things in the text portion yet 
give the game a lame score or vice-versa. 


Get a grip—and hang on tight. 

IndyCar Racing is real-world, 3-D racing! Check out the reviews: 

“Phenomenal’’— Computer Gaming World. “Scary ’— On Track. 

“Fast, furious, brilliant’’— PC Gamer. “Nirvana for car racing fans’— Game Bytes. 
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this IS a win you earn. Factor in tire wear and fuel load. All constructed to match the true Paint Kit— to update colors and 
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Steve’s review on X-COM:; all you did was 
talk about the game’s problems, yet you 
gave it a 94. Same with Kevin’s review of 
Ravenloft. 
5) Please, oh please, oh please, oh 
please BRING BACK GAME OVER! 
Thank you. 
6) Review CD-I, 3DO or Sega CD and | 
will burn every issue of CGR | own and 
cover the ashes in butter. Heaping gobs 
of butter. 
7) In response to Russell Burtnette’s let- 
ter, | like multiple paths in most games, 
but it is annoying in Quest for Glory since 
the paths are 99% the same. 
8) | as much as any MSTie want an 
MST3K game, but | mean, how can you 
make a game of the show? Please put 
down that pop-tart and tell me. 
Tom Berman 
Sherman Oaks, CA 


| love numbered letters. They’re so darn 
easy to answer! 
1) Thankee. 
2) As | understand it, the X-COM demo 
was only available on the newsstand, not 
via subscription. 
3) Well, not so simple. To rate games like 
movies, you need to have a governing 
board that at least the majority of game 
companies approve of. 
4) Not so. My negative comments on X- 
COM were minor, totalling three or four 
sentences in all, while positive comments 
abounded. 
5) Sigh. .. 
6) You know, | never thought we would 
see the butter comment in print again 
after our February issue. . . 
7) Agreed. 
8) Just because Best Brains is doing (or 
might be doing) a game with MicroLeague 
doesn't mean that the game has to have 
anything to do with Mystery Science 
Theater 3000. It could be something total- 
ly different. (Speaking of MST3K, you get 
free bonus points if you can tell me what 
episode the butter comment came from!) 


THe Mac Strikes Back. . . 


| have a few points to get off my chest, 
So let's get on with it. 

The main thing is, | am an avid Mac 
fanatic and will not let ANYONE get by 
with calling my computer something like 
“Macintrash” and then talking about how 
“dorky” the games look. | am referring to 
Frankie Carle’s letter “Persistence Pays 
Off” in the July issue. First of all, if you 
wanna go calling my computer names, 
how about (I)’ll (B)uy (M)ac? | prefer that 
one more. OK, enough with the name call- 
ing. When he referred to one of the best 
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games on Mac being Myst, what’s wrong 
with that? Is he just mad about that game 
because it happened to be made on the 
Mac? [This] cancels his conclusion of 
Mac’s having dorky looking games. In 
fact, the Mac has more powerful graphics 
capabilities than IBMs do, which explains 
why they are the most used computers in 
the desktop publishing industry. Other 
games which lie under the Mac’s belt 
include titles such as Return to Zork 
(which | must say looks terrible on the 
IBM), JourneyMan Project, plus too many 
more to list in this letter! As for LucasArts, 
Sierra, and MicroProse, they are all mak- 
ing games for the Mac. Rebel Assault, 
Sam and Max (both LucasArts), 
Phantasmagoria, King’s Quest VII 
(Sierra/Dynamix), and Pirates! Gold 
(MicroProse). 

Have you noticed that whenever IBM 
games are ported to Mac they, by some 
odd chance, seem to be better? Take 
Links Pro, for example. Or how about 
Prince of Persia? Heard of Wolfenstein 
3D? Great game, huh? Try putting in on 
the Mac, with a few enhancements, such 
as 5 times (yeah, FIVE times!!) the resolu- 
tion, and improved sound. With Apple 
bringing prices down dramatically, the 
release of the Power Macintoshes and 
many, many more improvements, the Mac 
industry is growing. So watch out, Mr. 
Carle, ‘cause we're out there, and we ain't 
gonna stop ‘till we reach the top and see 
all of you IBM cloners waiting there in hor- 
ror as we stomp you into the ground! 

Now Frankie, buddy , pal. . .are you 
really going to take that from me, a harm- 
less little 15 year old, or are ya gonna do 
something about it? That’s what | thought. 

OK, I’m back. . .gee, that felt good. 
Anyway, | think | made my point. 

Macster Eric Litolff 
Clarksville, TN 


Calm down, Eric. It’s not that serious. 
Take the last train to Prozac, hey? And in 
response. . . 


He Dion’t MEAN it THAT Wayil. . . 


| know | write you guys a lot of letters, 
but after reading your July issue, | felt | 
had to write a letter to defend myself and 
ask you a few questions. 

First of all, in my letter | was not “slam- 
ming” Mac games as much as | was 
“slamming” your magazine for its cover- 
age of them. True, | can’t see how any 
one interested in computer gaming could 
possibly live without being able to play 
games like DOOM, X-Wing, Betrayal at 
Krondor or other games that don’t get 
converted to Mac. But come on! 


Reviewing the Mac version of SimCity and 
not the IBM version! This is ridiculous, | 
mean, how many IBM games do you 
review that were originally made for the 
Mac? | can see reviewing games made 
only for the Mac (tucked neatly out of the 
way in the back of the magazine), but |’m 
sure the 90+% of us that use your maga- 
zine for coverage of IBM games would 
like to be able to read about the newest 
games made for our computers. 

Also, in response to my first letter, 
thought it was funny how “some” compa- 
nies don’t make Mac versions of their 
games and “some” do. Come on, don’t 
mince words. Most don’t and some do 
[see the previous letter. -ed]. 

Since it’s been popular lately, here’s my 
list o’ questions ‘n’ comments: 

1) What’s the deal (pardon my Seinfeld) 
with Ted and Scotland? 
2) Speech packs? Secret Missions? 
What’s next. Sound Packs? Yo, Origin! 
Redeem yourselves with low-priced com- 
binations of your games and add-ons on 
CD. 
3) Why do you hate adventure gaming, 
and more specifically Sierra, and even 
more specifically the Quest for Glory 
Series? 
4) X-Wing is better than WC2, but WC3 is 
going to blow them both away. 
5) Oh yeah, since the above is getting 
tiresome, Red Baron is still way better 
than Wings of Glory (or at least until the 
German planes add-on disk comes out). 
6) Message to Sierra: don’t leave me 
hanging, make Manhunter 3! 
7) Pacific Strike is too simple (come sit on 
my head, see if | care)! 
8) Why in the world, in a time when the 
media has electronic gaming under the 
microscope, have Merit and Electronic 
Arts decided to release the two most gory 
and pornographic games yet (Harvester 
and Noctropolis)? Lay low and wait until 
this whole fascination with electronic 
games is over. | still hold the old fash- 
ioned belief that any nudity outside of 
marriage is pornographic, and | won't 
deny that that has something to do with 
my opinion of Noctropolis. But Merit and 
EA owe it to us “under-capitalized” share- 
ware guys to not give Kohl and friends 
more fuel. 
9) Game Over: Guess what? | actually 
found something | don’t have an opinion 
on. 
10) Couldn’t get enough of me? Don't fret! 
Comp-U-Journal is coming. . . 
11) DON’T SPLIT THE MAGAZINES! 
Frankie Carle 
“Sierraboy” 
Warren NJ 
P.S. Are you a fellow ditto head or do you 
just sound like one? 


Our policy, in general, is to cover the 
first version of a game. ‘Nuff said. In other 
responses. . . 

1) Ted says that he has many special 
friends in Scotland (watch The Kids in the 
Hall). 
2) Agreed. 
3) We don’t hate adventure games (see 
Sam & Max) or Sierra. In fact, I’m a big 
fan of many Sierra titles, including Leisure 
Suit Larry and Space Quest. We’ve given 
favorable reviews to many Sierra games. 
I’m not a big fan of the Quest for Glory 
series because | didn’t think it was excit- 
ing either as an adventure game or as an 
RPG. 
4) More than likely. 
5) Okay. 
6) Agreed. 
7) I'll notify Origin immediately. 
8) You forgot to mention Phantasmagoria 
from Sierra, but in truth, you bring up a 
good point. It does seem to be antagoniz- 
ing the senators needlessly. Still, what 
better way to enforce your own freedom of 
speech than to say something potentially 
controversial? I’ve said my bit regarding 
censorship and a rating system, and I’m 
still more than happy to print anyone 
else’s opinions on the subject. 
9) We knew there had to be something 
you didn’t have an opinion on... . 
10) Huh? 
11) Um. . .okay. 

Ditto head? Me? Certainly not in this 
lifetime, and | deny that | sound like one. 


SINGLE SPEED. . . 


When reviewing a game, is it possible to 
include where the company is located so 
the software may be purchased? An 
example would be the Learn C++ by the 
Waite Group. | called around, and no one 
know what | was talking about. 

The reviewing of CD’s should also 
include what speed CD-ROM is neces- 
sary to play the game. | purchased 
Ravenloft and found out too late | needed 
a double-speed drive. So, | now own a 
copy of Ravenloft that | cannot play on my 
single speed CD-ROM. 

The content of your magazine(s) is very 
diversified, which makes for good reading. 
| have discovered many new items | did 
not know existed, especially in the hard- 
ware end. Keep the hardware coming. 

A. J. Wirta 
Chicago, IL 


The new “Software Rolodex” and 
“Hardware Rolodex” portions of the 
reviews should help you out in contacting 
a company about a piece of hardware of 
software. The Learn C++ book by the 


Waite Group is more than likely available 
in any good bookstore (Il recommend 
Barnes and Noble). 

We don’t have single speed CD-ROM 
drives, so if we aren't alerted to its being 
unable to run on single-speed, we can't 
know about it. Additionally, the review of 
Ravenloft that appeared in Computer 
Game Review was of the floppy-based 
version, not the CD-ROM. 


SICLY VS. CORSICA. . . 


| just read the June, 1994 issue. You 
have an excellent magazine. Keep up the 
good work. 

In your review of the game Fields of 
Glory, the game description refers to 
Napoleon as a Sicilian. He was born in 
1769 in the village of Ajaccio, on the 
island of Corsica, therefore making him a 
Corsican. 

Thank you for your time. 
Tom Markowski 
Fort Kobbe, Panama 


You're right. Mea culpa (or, since Kevin 
admits to writing that page, hea culpa). 


Bic BRoTHER IS WATCHING... 


Note: The following letter was sent 
specifically to Kevin, but we felt we had to 
print it. -ed 

| recently read your review of the game 
X-COM in the July issue of Computer 
Game Review. Considering your descrip- 
tion of the game, | purchased the CD- 
ROM version. | share your enthusiasm for 
this game; however, | am writing to ask 
your assistance. 

| have not been able to make much 
progress on the game, and | wonder if you 
will provide me with any hints or a strate- 
gy for this game. In one game | was able 
to complete a lot of research, but | did not 
have the money to produce the items. In 
another game, after building my first base 
in the U.S. | immediately built another 
base in Japan (that country was the 
biggest financial contributor after the U.S.) 
but that strategy was not successful 
either. | have also tried keeping a reserve 
of about $500,000 in order to have money 
for the production of new technology. 
However, that seemed to allow the aliens 
to overwhelm me. 

Any help you can provide will be greatly 
appreciated. 

Clifford Gates 
Oakland, CA 


Mr. Gates is the Deputy Director of the 
Employee Relations Division for the 
Mayor of San Francisco. It seems a little 


suspicious to us that someone in that 
position would want to spend that much 
time killing aliens. . . 

Seriously, we hope you’ve seen Kevin's 
follow-up article on X-COM in the August 
issue of CGR. It provided lots of hints for 
just such problems. 


DESIGNING A FUTURE. . . 


lve been playing computer games for 
five years now, and I’ve come to a conclu- 
sion. If you want to do something right, do 
it yourself. So, like many of your readers, | 
want to make computer games for a liv- 
ing. The future of this industry looks very 
bright, and | want to be sure it heads in 
the right direction. | need your help. 
Anyone can be a programmer, but being a 
successful game designer is what | strive 
for. The concepts, the planning and the 
testing of a computer game is what | find 
the most interesting. To do this, I’m asking 
the utmost authority on the subject (you), 
so | have a few questions. 
1) The most important question, are there 
any good game designing programs out 
there for my PC? | really want to design 
RPG’s. I’ve been looking everywhere, but 
| can’t find one. 
2) What courses should | take in college 
and what should | major in? 
3) Are there any special schools that have 
a special affinity for software design? 
Clay Black 
Swansea, SC 


There are some decent packages out 
there that can give you some assistance 
with game design. Recreational Software 
produces a product called Game Maker 
that includes all of the basics for coming 
up with your own games. You might be 
better served by studying some of the dif- 
ferent programming languages. 

! would think that majoring in program- 
ming would be a heck of a start, and any 
good counselor or local library would be a 
big help for locating a college with a good 
computer software school. 


ANoTHER Lerrer With Numeers. . . 


| will make this brief. 
1) Nice magazine, but you should look at 
some of your previous magazines. For 
graphics, playability, etc., you should use 
a chart again. 
2) Hints: 

a) You should have a hint section 

b) | am having some trouble on the 
Skynet Orbital Platform in Terminator 
2029, also known as the last mission. 
How do you finish the mission? 
3) X-Wing vs. WC. Who cares? Why 
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now Mutt has a problem. You see, he was chosen to get the Mystical Pizza of Plenty for his friends. And with all due respect to 


. +1 — Meet Mutt. He's grouchy. He's grumpy. But hey, let's face it, a little time in the underworld can make anyone a little edgy. And 
if ivif 


the eternally damned, the service in the underworld really sucks. In “Litil Divil’ you can help Mutt as he makes his way through five soul-repenting 


levels in the Labyrinth of Chaos. Along the way you'll encounter gigantic spiders, demonic fish, and a few other things your priest never warned you 


PHILIPS MEDIA 


about. All in a search for a double pepperoni with cheese. A few hours with Mutt, and you'll really appreciate that 30-minute-free-delivery thing. 


PC CD-ROM ~ <> D> — PC FLoppy 


Optional Digital Video Cartridge required for CD- i. Litil Divil™ © 1993 Gremlin Graphics Software Limited. We apologize to anyone whose name actually is Mutt or, for that matter, any fire-spitting demons we may have offended. © 1994 Philips Media. All rights reserved. 


aren't there arguments for Nomad? 
4) On your stand on government censor- 
ship. The government should install rat- 
ings, but not take games off the market. 
5) On your little section on flight simula- 
tors. Where is X-Wing, WC and 
Commanche? 
| hope you take these points into 
account. 
Your devoted reader and follower 
Jason Glab 
Frederick, MD 


Gee, | didn’t realize we’d stopped being 
a magazine and started being a move- 
ment. Anyway, once again, by the num- 
bers. .. 
1) Well, the numerical scores by each 
reviewer for that particular part of each 
game covers that quite adequately, in our 
opinion. 
2a) Point taken. 
2b) Ummm, | like to take two 100 watt 
cannons and stock up on defensive items. 
| also like to RUN LIKE HELL! 
3) Don’t know. It could be that Nomad is 
significantly different from both X-Wing 
and WC in terms of style and overall 
game design. 
4) | disagree. The government is not here 
to play nursemaid for us and our kids. 
5) Those sections are designed to high- 
light games from the last 12 months or so, 
which means that classics from the past, 
while dear to our hearts, are not listed. 


CARTOONS. . . 


First of all, like everyone else, I'd like to 
say | love your magazine. | can’t say 
though, that you save me money, ‘cause | 
never have that money to do away with in 
the first place! Well, if | have $60 to spare, 
it is nice to have a recommendation from 
you guys. 

In your May issue on the review of 
Ultima VIII], you complained about the 
mouse interface. For the type of game all 
the Ultimas have been, an almost all- 
mouse interface would prove quite tricky. 
But, if | remember right, Ultima VII had a 
mouse interface that seemed fairly similar 
to the Ultima out now. the only difference 
was that you did have the option to use 
the keyboard for all the Avatar’s functions 
or to use the mouse for most of it (which, 
with a short, self-taught lesson, [the] wrist 
movements came like a reflex). | think you 
are only peeved that the Avatar “can't 
step over a throw cushion” as Steve 
Honeywell put it in his review. As for a 
game like Ultima VIII, a keyboard inter- 
face would have been nice, but you will 
still have to move around the dandelion in 
front of someone’s front door that is block- 


ing your path, and you will still have to 


rummage through your pack, etc. 

Overall, | think using a mouse often 
eases the tension of playing a game. I’ve 
noticed that at crucial parts of a game you 
don’t want to spend time staring at the 
keyboard to make sure you don’t hit the 
wrong key (like running from a B-Frigate 
in X-Wing and accidentally transferring 
energy from shields to lasers, then getting 
blown up because you became defense- 
less). | remember the classic strategy 
game Dune Il, in which the interface was 
totally mouse driven and very easy to use. 
A mouse interface is why | like games like 
Kyrandia and King’s Quest. 

Now, finally, | am wondering if you guys 
can recommend any animation programs. 
| love to make cartoons, but a post-it note 
flip book can get old and be a waste of a 
good 20 cent pad of paper. Besides, 
drawing on a computer screen looks bet- 
ter and is more fluid. I'd prefer something 
that can produce an image at a regular 
speed of most of today’s animation (about 
24 frames per second), lets you view or 
refer to the last frame drawn to compare 
each frame, doesn’t require you to use 
pre-drawn characters and uses full VGA 
capabilities. Sound effects would be nice, 
but aren’t necessary. In general, I'd like 
something that | could just possibly repro- 
duce the Lion King with, but almost any- 
thing makes me happy as long as it costs 
under or around 40-50 bucks. 

There’s one more thing bugging me. . . 
did LucasArts once used to be Lucasfilm, 
or is there now LucasArts and Lucasfilm? 

Jacob Schmugge 
Tucson, AZ 


Regarding Ultima VIII, you are correct in 
many ways. We were frustrated by the 
mouse-only interface. True, a mouse 
interface is often great, but there are 
some games where it is simply not as 
appropriate. And, while a keyboard inter- 
face would not eliminate the problem of 
stepping over twigs in UVIII, it would 
make it easier to do so. Keyboard inter- 
faces do have drawbacks, but honestly, 
how would you stick as many commands 
into a game as there are in X-Wing with- 
out using the keyboard? One thing we 
were most upset by was that we, as 
gamers, weren't given the choice of how 
we wanted to play the game. UVIII was 
the sort of game that could go either way, 
we felt we should've had a choice regara- 
ing control. 

For an animation package, | turned the 
question over to Arnie Katz, who promptly 
turned it over to Joyce Worley, who 
responded in the following manner: 
Disney’s Animation Studio and Domark’s 
Virtual Reality Studio 2.0. Enjoy. 
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Now you can experience 
all the thrills of CD4 with- 


out having to sacrifice a lot of dead 
presidents. Just buy the Magnavox 450 
CD-i, starting at $299.99* and you'll be 
able to torment your nervous system 
with hundreds of interactive games, 
audio CDs, photo CDs, and movies. Plus, 
each 450 CD-i comes packed with 
Compton's Encyclopedia and 2-player 
International Tennis Open (tears Si a a $200 
value, free). So, pick 2 


up the Magnavox 450 


CD-i. Because just 
TN LERACAENR 


sitting there coveting it { 1? 
can't be good for the soul. 
cL - i 


"Suggested retail price. International Tennis Open © 1992 Philips Interactive Media France 
and Pathe Interactive. Compton's Interactive Encyclopedia © 1992 Compton's New Media, Inc. 
All Rights Reserved. © 1994 Philips Media. All rights reserved. 


The Rebel base on 

%.< Hoth has just been 

mi” | destroyed. The 

Empire has them on 

_the run. As an initiate 

fame =f the cadre of TIE 
raticeecnniaenetioomnes Re Wwe we FG pilots, your job will 
be to hunt down remaining members of 
the Rebel Alliance and prevent them from 


TIE Fighter 
by LucasArts 


Game Summary 
Enter the action on the side of evil 
in George Lucas’ epic space west- 
ern. Fly TIE Fighters, Interceptors, 
Bombers, Advanced, Gunboats, and 
more against the upstart Rebels. 

Rating: 93 % 
386-33, VGA, DOS 5, 
2MB RAM , Joystick 
Sound Blaster, PAS, 
Roland 
Joystick 
PC and compatibles 
LucasArts 
LucasArts 
$63.95 


14 Meg 
One player 


Requirements: 
Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Street Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
LucasArts 


P.O. Box 10307 
San Rafael, CA 94912 
(800) 782-7927 
Fax: Not available 
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| HAVE YOU NOW, YOUNG 
SKYWALKER. . . 


FEEL THE POWER OF THE DARK SIDE AS YOU TAKE ON 
THE BEST THE REBELS HAVE TO OFFER IN TIE FIGHTER. 


Though your sentiments may still be with the 
Rebels, taking down an X-Wing is a lot of fun. 


regrouping; you will be using powerful 
weapons to ensure their compliance. 

The most-awaited game of the summer 
has arrived. TIE Fighter places you in 
accord with the dark side of the Force, 
running missions against the very ships 
you fought with and fought to protect in X- 
Wing. 

Though the look and feel of X-Wing has 
Survived, many of the purported over- 
sights (hindsight is always 20/20, eh?) of 
that game have been addressed in TIE 
Fighter. Among these “corrections” are: 
more limited requirements for each mis- 
sion, with secondary and bonus goals; the 
ability to request additional support of 
other starfighters; your choice of different 


missile/torpedo weapons to take on many 
of the missions and the ability to get 
reloaded on heavy ordnance; commands 
to target the ships firing at you or at the 
ship(s) you need to protect; a three- 
dimensional map; access to your in-flight 
log at any time and the ability to back up 
your pilots without having to exit to DOS. 
As you can see, we’re talking major 
overhaul. Many of the commands are still 
the same, such as the ones for targeting 
and configuring your weapons, shields 
and engines (did he say shields?). One of 
the things they have done away with is 
being able to select your wingmen before 
a mission; think about the way the Empire 


is run and you'll shortly figure out why. 


The film room. Note the button that allows you to 
enter the simulation from any point. 


Full shields are a bonus if you get this personal 
with an enemy corvette. 


Don’t expect huge accolades for many of 
your actions—you are a small cog in a 
galactic machine. 

You'll also notice that the mission set-up 
has changed. While X-Wing took you 
through a series of missions based on 
each type of craft, TIE Fighter rewards 
successful missions by giving you better 
craft to pilot. That is, in X-Wing, you 


fought an entire tour of duty in an X-Wing, 
then switched to either the A-Wing or Y- 
Wing; in TIE Fighter, missions are craft- 
specific, so that for separate missions in a 
tour of duty, you fly the craft that will per- 
form optimally for the Empire, be it 


Your flight officer gives you flight objectives prior 
to each mission save one. 


Interceptor, Assault Gunboat, or TIE 
Advanced (incidentally, tours of duty are 
called battles in TF). However, don’t make 
the mistake of assuming any of the mis- 
sions are simple. They are well-planned 
and, as ever, the odds are against you. 
You'll need a cool head and a steady 
hand to successfully make your way up in 
rank to join the Emperor's Inner Circle and 
be able to fly the TIE—ah, but why give 
that away? 


Mission aaa és can be aponased in the enidills of 
combat to see how you’re faring. 


Fighter. X-Wing, for all its glory, often 
sent me into screaming frustration fits 
with its ironclad and unrealistic mis- 
sion goals. | was afraid TIE would be 
the same way. Luckily, | was largely 
wrong. The crisp graphics a 
lent dogfighting are back, al 
wondertully sleek upgrade t 
face. Playability, once a pro 
the engine, has soared dram 
with the enhancements. No lon 
a mission mysteriously be a fai 
be discovered to be a failure twenty 
minutes in. No longer will you miss 
important messages because you 
were fighting for your life. The player 
now has a better insight into the game 
world with better information screens, 


| wasn’t sure what to expect with TIE 


including a readout on enemy shield and 
hull levels. While easier than X-Wing in 
its minimum mission requirements, the 
essential fragility of the TIE fighters make 
excelling at a mission much harder. The) 
feel of the game is very different from X-| 
tine police work is a common 
al, not major battles that deter- 
ate of the Rebellion. As an 
of the X-Wing engine, TIE 
exceeded my expectations. But it 
nt game, with a different feel. 
ct this to be just another X- 
Wing add-on pack; it’s a new experience. 
| like it better than the original, but | didn't 
like the original all that much. X-Wing 
fans who are less than nitpicky will proba- 
bly like it, and it’s accessible enough for a 
novice. -Kevin | 


— 


ree one ap the most Sauany awaited 
games around this office (not to men- 
tion everywhere else), TIE Fighter 
delivers. The improvements from X- 
Wing are tremendous; being able to 
pull up your mission goals in mid-fli 
means that you can concent t 
what you're doing and not we 
remembering what you ne 
The 3-D map is a treat, and ¥ he 
wonder why they didn’t incorpo! 
in X-Wing. It seems like such a | 
tool. The training courses arg. 
and dirty, unlike qualifying in X- -Wing 
(which was a nerve-wracking chore 
most of the time). However (and you 
knew there’d be a however), TIE 
Fighter doesn’t quite live up to X- 
Wing, despite all the improvements. | 


Interface ¢ Playability °¢ 
88 85 92 
Seeing that | go through X-Wing with- 
drawal if | take a week off, it should 
come as no surprise that | turned cart- 
wheels when this showed up. How did 
| like it? | did, but not as much as | 
liked X-Wing. On a straight fun level, 
TIE Fighter is a very good ga 
just isn’t as fun as X-Wing. 
sons are intangible in so 
but much of it stems from th 
many missions are flown in 
ships. It gets frustrating to 
twenty minutes working on a 
only to have all that work evaporated 
because of a lucky Rebel shot. Also, | 
finished the game on the hard level in 
under a week. This does not mean 
that TIE Fighter is not one of the best 
games of this year. It is, and it is still 


Graphics 


think it stems from a an n ideology most oft us 


developed while watching the Star Wars: 
movies: the Rebel Alliance command 
treated each person as though they were’ 
absolutely vital to the organization, while 
the Empire had ships (and pilots) to throw) 
‘atwill. TIE Fighter gives the overall 

of the Empire being run like a 
while X-Wing made you feel 
ere part of a family. Also, in X- 
flew against and in spite of 
whelming odds; the Empire threw 
rything they had at even the smallest 
band of Rebels. In TIE Fighter, the odds 
change: it’s now you and a handful of 
Imperial pilots against hordes of Rebels. 
This doesn’t quite ring true. Despite my 
misgivings, though, TIE Fighter is still an 
excellent game. -Ted 


; : Value” 
80 


fun. The jroproverneene fom X- Wing are 
dramatic. The bonus goals, not to men- 
tion secondary goals, are a great addi- 
tion. The added targeting commands 
would have made X-Wing even easier to 
control and really help TIE Fighter. The 
f ships is good. It’s also appreci-. 
e initial training runs now take 
minutes to qualify on (rather 
our and a half per ship in X- 
stioning the flight officer (and 
ircle member) about the mis- 
t only makes good sense, it 
helps me feel more a part of the game. If 
you liked X-Wing but had complaints, 
take a look. Many of your problems are 
solved. If we could have an X-Wing 2 and 
modem support between it and TIE, I'd 
never get anything done. -Steve 


COMPUTER GAME REVIEW 19 


‘Phantasmagoria’s stunning setting was 


created using the most advanced 
cinematography and computer graphics 
techniques ever for a computer game. 


An experience in terror like nothing ever 
seen or heard before on PC. 


The fate of a young woman rests in your hands 
in this shocking cinematic tour-de-force. 
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PRAY IT’S ONLY A NIGHTMARE 


MY MING SOON 
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GO LOOKING FOR HIS NOBS 


witH SAM HOUSTON. 


AND OTHER FIGURES FROM HISTORY AS YOU MATCH WITS 
ACROSS A FRIENDLY GAME OF CRIBBAGE. 


lt was impossible to tell what kind of 
hand my opponent held. He’d been quiet 
and reserved throughout the game, sullen 
eyes upturned. He was a master of table 
play, though, easily snapping up points as 
| inadvertently handed him pairs and fif- 
teens right and left; not to mention it was 
his crib. His moroseness was beginning to 
get to me as | sat there losing. Still, what 
should | expect when | sit down to play 
cribbage with Edgar Allen Poe? 


__ Riveraeat Clthoge = Play Te 121 


‘in (otets [ab feed fas lone geen oe maw 


Play against 12 different riverboat era legends, 
like Wyatt Earp or Geronimo. 


Riverboat Cribbage 
by Softprime 


Game Summary 
Play a variety of cribbage games 
against famous historical person- 
ages of the riverboat era like Poe 
and P.T. Barnum. Learn the game 
and historical trivia too. 


Overall 88% 


Rating: 
Windows 3.0 or higher 


Requirements: 
VGA, Hard Drive 
Most major 
sound cards 
Mouse 
PC and compatibles 
Softprime 
Softprime 
$39.95 
2.5 Meg 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


No. of Players: _ One player 


THE SOFTWARE ROLODEX 


Softprime 
500 Kirts 
Troy, MI 48084 
(810) 362-4400 
Fax: N/A 
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Riverboat Cribbage will keep track of all your 
games so you can track your progress. 


The Riverboat series of games from 
Softprime has now expanded to include 
Cribbage. Like the others in the series, 
Cribbage is aimed both at players familiar 
with the game and with novices. For new- 
comers, a quick help feature quickly delin- 
eates the rules to the game; hints can be 
garnered to make Sure play stays on 
track. Points are automatically and visibly 
tallied at the end of every hand, with a 
simple click showing the exact compo- 
nents of each scoring combination. 
Experts can contend with many variations 
of cribbage, including 5 and 6 card 
games, Auction or No Auction for the crib, 
individual or partnership play in two, three 
or four player games to either 61 or 121 
points (including winning or losing at 
those point values). 

Both novice and experts can benefit 
from and enjoy various other extras, like 
the ragtime music and customizable table 
and card backs. Opponents are drawn 
from 12 of the more colorful people of the 
riverboat era, including General Grant and 
Kit Carson. Statistics are kept for each 
player versus all other players at each 
kind of cribbage, allowing close obser- 
vance of performance records. 


oo ORM 


Riverboat Cribbage aids the beginner by displaying 
all scoring combinations whenever asked. 


Interface * Playability * Graphics * Sound « Replay Value 
82 85 80 76 88 


Though card games usually leave me 
as bored as a colorful metaphor, crib- 
bage is one of the few I'll spend a few 
minutes with. | didn’t know how to play 
cribbage before | played this game. | 
still probably couldn't play without the 
computer to COunt Cards for me. But | 
can have fun with this game, and | do. 
The Selection of Oppoments and 
games makes for’a lively number of 
different Cribbage experiences. Help is 
instant and painless. While | did have 
cribbage veteran Sieve helping me at 
the beginning, | could probably have 
toughed it out by myself. Softprime 
continues to provide very well for the 
beginner. It’s perfect for whiling away 
a few minutes every day; more only if 
you can stand it. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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If this is what cribbage is really like, | 
may have to join a club. This is a very 
entertaining game, but | can’t verify 
the accuracy of its play strategies. The 
look is similar to the other Riverboat 
series games; being_.something of a 
history buff, | particularly liked reading 
the small biographies of each of the 
opponents..Opponents have a wide 
range of playing styles; this added 
variety and @njoyability to the game. 
While I’m not a huge fan of Windows- 
based games, |’d be hard pressed to 
find a better platform for this type of 
games. With Steve being a huge crib- 
bage fan, and me quickly learning to 
like the game, Riverboat Cribbage is 
destined to occupy space on the hard 
drive here for some time yet. -Ted 


Interface * Playability * Graphics * Sound ¢ Replay Value 


86 87 72. 64 85 
| may be the only person my age that 
plays cribbage, but it’s a game | truly 
love. Riverboat Cribbage offers a pret- 
ty good contest as well as different 
playing styles for the historical figures. 
It's also nice to be able.to choose the 
Style of cribbage board you learned 
on. While I’m a cribbage lover, | never 
knew howto play 3-person or 5-card 
cribbage, and the ability to bid for the 
cribs adds an interesting twist to the 
strategy. Anyone who, like me, can 
never find anyone’to play cribbage 
against will find this product worth 
seeking out. Those who want to learn 
the game would be hard pressed to 
find better. For card game fans, 
Windows users and cribbage-philes, | 
heartily recommend this. -Steve 
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RIVERBOAT BLACKJACK PITS YOU AGAINST THE LEGENDARY 


FIGURES OF THE MiD-1800’s. 


Part of Riverboat’s Gambling Card 
Series, Riverboat Blackjack is a Windows- 
based game. Like the other Riverboat 
products, you can play with some of the 
legendary figures from history, such as 
William Tecumseh Sherman, Buffalo Bill 
Cody and Bat Masterson. 

The game options are configurable for 
the type of blackjack you like best. There 
are selections for surrender (none, early 
or late), splitting and resplitting, doubling 


Fbversdeocnt Hitec) 


The options are many for each round of play. Each 
person’s preferences are saved with his file. 


Riverboat Blackjack 
by SoftPrime 


y 
0 

Game Summary 
~« Windows-based blackjack with an 
~ easy to learn point-and-click inter- 
face. Multiple game options and 
detailed statistics help you learn the 

ropes. 
Overall 
Rating: 


Requirements: 


82% 


Windows,3.0+, VGA/SVGA 


Sound Support: Any Windows-compatible 
°@ sound card 

Mouse 

PC and compatibles 
SoftPrime 


SoftPrime 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: $39.95 
Hard Drive Space: 1.5 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Softprime 


500 Kirts Blvd. 

Troy, MI 48084 

(810) 362-4400 
Fax: N/A 
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All the experts use card counting strategies. 
Shouldn't you learn them, too? 


down, automatic dealer stand, insurance, 
number of decks in the shoe and percent 
of deck shuffling. You can also set the 
betting minimums and maximums and the 
table stake. Depending on whether you 
like your blackjack blind, you can set the 
cards to be dealt either face-up or face- 
down. 

One of the most interesting features of 
the game is a stand-alone drill to teach 
you card-counting skills. If you’ve ever 
wondered how people managed to do this 
trick, here’s your opportunity to learn and 
practice. Next time you’re at a blackjack 
table, Knowing how to do this could save 
you some money. 

Riverboat blackjack includes several 
deck designs, so you’ll never be stuck 
with one you consider ugly (unless you 
think they’re all ugly). Rules and tips for 
play are included in the rather extensive 
help library which has shortcuts and 
graphics to help cut down on reading time 
and get you back to the game more quick- 
ly. Detailed statistics can show you how 
you stack up, whether your play is improv- 
ing, and how well any particular strategy 
you employ is working for you. Ragtime 
music Is included for atmosphere. 


Stand, hit, or double down? If you’ve learned to 
count cards you'll have an educated guess. 


Interface * Playability * Graphics * Sound « Replay Value 


80 85 iS 15 70 


Let's be up front about this: Blackjack 
is pretty darn boring. Not this package, 
mind you; just the game. You win your 
money back or lose it; no real bonan- 
zas or stings here. You don’t play 
against anyone other_than the house, 
and thatS done om Strict odds alone. 
Riverboat Blackjack allows you to try 
to leatn Counting strategies in order to 
beat AniS Odds\scheme, but it just 
doesat séem worth it.to/meé. It’s only 
silicon money, atter all. The historical 
figures “are pretty MUCH yUst window 
dressing in this one; there’s no real 
competition. For the novice who wants 
to learn the game, this is a good start. 
Anybody else, just go to a local casi- 
no. That'll make it more interesting 
and possibly lucrative. -Kevin 


_ Interface * Playability * Graphics » Sound © Replay Value 
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_ Blackjack isn’t really my raison d’étre, 


but Riverboat Blackjack helped me 


_ grasp some of the nuances of the 


~ game that I’d overlooked. Card-count- 
_ ing is indeed a skill and not an art: no 
_ innate talent is necessary, just a 


_ decenigfhemorys Although the historical 


- figures add an ineffable quality to the 


game’ theysare mere window-dressing; 


_ your primary Opponent Is still the deal- 
er. One thing that | would have liked to 


see iS a fiVe-down’/option; instead, no 
matter Pow Manyécards you're dealt, 
it’s Only your point score that matters. 


__ That objection aside, this is a fine card 
game, and those who are hopelessly 


attached to Windows will definitely 
want it to help add some spice to their 
otherwise dull existence. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


85 82 72 64 81 
Computer gambling games often elicit 
a yawn from yours truly because there 
seems to be no reason to play: lose 
your money and you just start over. 
Riverboat Blackjack is no different, but 
like the other three.games in the 
RiverbOat series «there iska certain 
charm to this game. The 1800s feel is 
Carried Off aS well is it Can be in 
Windows. The historical figures add a 
nice touch and offer a reason to play. 
For beginners, a card-counting tutor is 
offered “whieh is especially nice if 
you're planning a trip to Vegas or 
Atlantic City. It’s a nice blackjack 
game, and if that’s your thing, you 
won't find much better. | found it kinda 
dull, but then again, I’m not too thrilled 
with blackjack in general. -Steve 
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The finest computer bridge game ever created! 
Take part in the world renowned “Bridge 
Olympiad” tournament right in the comforts of 
your own home. Bridge masters are calling this 
bridge game the most challenging ever! The 
computer will test bridge masters’ abilities while 
being the mentor for novice players. Practice 
slams, defensive play, and how to play no trump 
hands. Choose the type of partner you want to 
play with. Each partner has different bridge 
techniques and styles. 


‘‘A great way to practice before an upcoming 
tournament’’ 


“| have never seen such a clever computer partner 
and opponent” 


@ Masterful Computer Opponents 

@ Complete Player History 

@ Largest Number of Bidding Conventions On 
the Market 

@ The Bridge Game For A Lifetime 

@ Tournament Play 

@ A Myriad of Computer Players, Each With A 
Different Playing Style and Personality 


“Bridge Olympiad’ computer game is for 
IBM PC. It can be obtained through your 
favorite retailer or call: 


1-908-788-2799 


or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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It’s A DINOSAUR! IT’s A 
BIRD OF PREY! 


RAPTOR FROM ApoGee: RELAX YOU TWO! IT’s A 
WEAPON OF MASS DESTRUCTION] 


The onslaught begins. Wave after 
relentless wave of enemy craft appear on 
the horizon, approaching you at speeds 
so great you have only moments to 
respond. Missile fire shreds your craft’s 
shields as your cannons scream for the 
enemy’s death. Buildings explode and fall 
before you. Ground vehicles are decimat- 
ed. You are the challenger, and you will 
be the victor. The smell of burning fuel 


assaults your nostrils. “Damn, I’m good,” 
By , SHOO6QG 56 “f 
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Leaving a trail of destruction wherever you go, you 
prepare for: MORE DESTRUCTION! 


Raptor 
by Apogee 


Game Summary 
The screen scrolls vertically, and 
you shoot things. Pick up different 
power-ups and money bonuses. 
Shoot lots of things. Buy new accou- 
terments. Hey, it’s a shooter. 


Overall LA 


Rating: 


Sound Support: Sound Blaster, AdLib, 
Roland, Gravis, PAS 
Keyboard, mouse, joystick 
PC and compatibles 
Apogee 

Apogee 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Registration Price: $34.95 
Hard Drive Space: 7 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Apogee 


P.O. Box 496389 
Garland, TX 75049 
(800) 426-3123 
Fax: (214) 278-4670 
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Your base of operations, where you can save your 
pilot’s stats and buy new weaponry. 


you think to yourself. 

Raptor is the latest release from share- 
ware powerhouse Apogee. Along the 
same lines as Xevious and Raiden, 
Raptor is a top-scrolling shooter where 
the objective is to destroy pretty much 
everything on the screen without dying. 
Many weapons can be added to your 
arsenal by either discovering them in your 
missions or purchasing them from the 
weapons shop between missions. 
Destroying enemies and buildings adds to 
the amount of money you'll have, so fire- 
power is the key to a successful mission. 

Armament such as twin lasers, death 
rays, dumbfire missiles, and megabombs 
can be had at a price. You can also sell 
off the weapons you feel you no longer 
need. Likewise, bigger and badder shields 
can be added, allowing you to phase shift 
out of harm’s way. 

Don’t worry about running out of ammo: 
you'll have an unlimited supply. But you 
will need to watch out for your shields, 
because once they’re gone, you're toast. 
Take the final boss down and the level’s 
yours. 

Note: mention CGR when ordering, and 
the game’s yours for $29.95. 
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Blackhawk is quite the handsome pilot, and he’s 
selected the A-A missile as his weapon of choice. 
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| like shooters. I’m not ashamed to 
admit it. | like flying around and mak- 
ing big booms with barely a thought, 
leaving my trigger finger pressed 
down the whole time. Raptor is the 
best shooter I’ve seen.Onethe PC yet. 
The a@tion is fast and furious; the 
backgrounds and enemies vibrant and 
varied. It would be/nice to See the next 
generation of shooters use a little bit 
more ingenuity, but for now Raptor will 
fit that Bill nicely. Some bosses are a 
little too-easy to kil but the various 
levels more than make up for it in 
deadliness. In fact, even at the easy 
level, you'll be hard pressed to do 
well. There’s enough strategy here to 
keep me awake, and enough mindless 
violence to keep me happy. -Kevin 


. Interface ° Playability ° Graphics * Sound * Replay Value 
| 83 93 90 88 89 


_ In the days of my youth, | was shown 


_ what it means to be a successful 
_ arcade-goer. Xevious was one of the 
better games at the local arcade, and | 
_ spent more money on it than I’d be 
_ willing to.admit under,oath.. Raptor is a 


fine shooter; the guys at Apogee must 


have spent a lot of time planning the 
_ power-upsiand bonuses. The interface 
_ is obvious, and you won’t have to 
squint at grainy graphics or listen to 
_ tinny sound. The downside to this 
- game, Of course, is that is still just a 


shooter; although there’s a (somewhat 
flimsy) storyline, it’s completely unnec- 
essary. Play it when you feel the need 
to blow stuff up for thirty minutes or 
so, then walk away until you need it 
again. -Ted 
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| grew up with shooters, and | outgrew 
them. However, this doesn’t prevent 
Raptor from being one of the most 
entertaining arcade romps I’ve seen 
on the PC in awhile. The power-ups 
are well.designed and.intelligent; | 
also like that you can buy new items 
after each level. The idea of 27 levels, 
with Saving the game possible, will 
bring me back. One thing | generally 
dislike about shooters is that when 
you Play, you always have to start 
over. That's cured here. Downers are 
that many of the end-level bosses are 
the same thing, and many are really 
easy to kill with a megabomb. Still, this 
is worth picking up if you’ve ever had 
fun blowing away mindless hordes of 
enemy ordnance. -Steve 


“DOOM is the most frantic, over-the-top PC game I’ve seen.”—ENTERTAINMENT 
WEEKLY ¢ “DOOM is what you've been waiting all your life to play...if you own a 
PC, you must go out right now and purchase DOOM. If you don’t own a PC, steal 
one. Trust me.”—-CREAM « “DOOM, a wildly popular, wildly violent game for IBM 
compatible personal computers.”—-NEW YORK TIMES ¢ “DOOM’s 3-D graphics 
have left oo the industry——-agog. "USA TODAY * “DOOM is the biggest 
adrenaline jQi 6a : _ coe OMUIC pot for wimps, kiddies, 
or those oppigi awa Oo NES he fats ° “BEST PC 
GAME OF ALi @(e oa So it ye: b ioen sae ter Gaming 
World ¢ “BES or * Fe UAT hoy | PUBUS Me Pep 2 At ie nf <i wae id ¢ “GAME 
OF THE YEA | ae fia! GS Ree 8 PAD) Be. i, ESS ae yal “Waeamuter Game 
Review * “Ri oftware has 
been working spering one 
word: DOO his title.”— 
COMPUTER ae itis mortal 
combat.”—T m can pretty 
much write ¢ “I, for one, 
gratefully pe jiist playing 
DOOM.”—St PC Basics « 
“By the time 4 o I [Welnlmerctamey 
the worldwia Prnet...to ‘its K e | MORNING NEWS@ ‘epare to be 
dazzied big-ti¥e. ee GAM a seen known to pIsgRVOOM non- 
stop up to 36 hours...”—US DO F’ing Assssssssssssssssss. 
Hummm-—so do you dare to be in tha same league as GWAR? Possible you are the 
One. Gor Gor of GWAR e« “If you want the most intense: violent, scrolling 3-D 


action game | ever made, : : Ipy oF DOOM. ART ELECTRONICS 
° “Best in Show MADE re: rselfi: ‘or: th so performance. 
Stunning graphics, ten rey IUNCINGs’S Gey sy Intense weet and multiplayer 


) JL JIN. Est action game to date.”— 
COMPUTER GAMING WORLD ® “Intel Bans DOOM!”—COMPUTER GAMING 
WORLD ¢« “DOOM will chalca players and captivate them...”—-ELECTRONIC 
GAMES « “Don’t bother with DOOM if on screen violence sends you screaming to a_ 
NiC ENTERTAINMENT « “lf DOOM came with 


senate subcommittee.”-—ELECTRODP 
scratch-’n’-sniff cards, it would probably smell like a damp basement with a dead 
-cat in the corner. It can’t help but eae you the creeps. Action on the PC doesn’t 
get any better than thipreaithay-Fe Sober MEE pet « “This game is 
so addictive, so enthraamO ge ttn! ee | g long enough to write 
this review. a rk, eerie, and realistic.”— 
> ° 2 * ‘dan puter entertainment.” 
—STRATEGY PLUS « “On behalf af out  raadors: i want to thank you for making 
such an engrossing and enjoyable game.”—INTERVIEW « “If you like horror, war, 
or science-fiction movies, DOOM is going to become your next obsession.”-—PC. 
GAMER « “DOOM has taken the Gg aggae genre by storm.”—ELECTRONIC 
ENTERTAINMENT @ “No computerga | have ever seen has graphics, and 
sound like this.”—-COMPUTE © “DQ orever redefined our expectations of 
PC gaming.”—PC GAMER « “DQ eword, one syllable, one seriously 
incredible game.”-—-COMPUTER PL INC don't think I'm going to shake this 
DOOM addiction—and God help mé gink | want to shake it."—PC GAMER 
¢ “DOOM is an excellent game all around.”—-COMPUTER PLAYER e “DOOM is wh 


Copyright ©1994 by id Software, Inc. DOOM, DOOM Il, the DOOM II logo and the DOOM II likeness are trademarks of id Software, Inc. All Rights Reserved. 
Distributed by GT Interactive Software Inc. 


superhero League of Hoboken 
by Legend 


Game Summary 
RPG/adventure game. You wander 
around defeating your enemies 
(party-based combat) and gaining 
experience points while trying to 
solve some fairly diabolical puzzles. 


Overall 91% 


386-20, 2MB RAM, VGA 


Rating: 


Requirements: 


Music/SFX: Sound Blaster 
Music only: AdLib, Roland 
Mouse/keyboard 

PC and compatibles 
Legend 

Accolade 

$59.95 

8 Meg 

One player 


THE SOFTWARE ROLODEX 
Legend Entertainment 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


14200 Park Meadow Drive 
Chantilly, VA 22021 
(703) 222-8500 
Fax: (703) 968-5151 


N 
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As you Surprise yet 
another roving band 
of Chickens from 
Hell (or the dread 
Unrepeatable Bugs), 
you begin to wonder 
just what the heck 
the game designers had in mind. This 
ain't no standard RPG, and Legend has 
again hit the mark with their outrageous 
brand of humor. Puns flying and sight 
gags spilling liberally from your hard drive, 
i's Superhero League of Hoboken! 

Set in post-apocalyptic New Jersey, 
land of toxic waste and heaps of discard- 
ed Nintendo packaging, your band of 
superheroes must reclaim the world (or at 
least their part of it) from the clutches of 


Look 


LOCSuinh « = 
FECTOR #¢ 
STREET | « 


a 


ig 


The immediate area around Hoboken has been 
fully explored, decaying cities and all. 


THEY, JUST 
DON’T BUILD 
SUPERHEROES 
LIKE THEY 
USED TO. 


LEGEND DEVELOPS AN 
INSTANT MUST-HAVE. 


Biperi4ers ia Grigaaliet 


The Crimson Tape 
Inventory: Stats: id 
Wea Tat tt | Condition: Run dow 
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stefion jockstrap — Tog 
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stor Loite~ shell headphones 
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The inventory your characters acquire will quickly 
become a little. . .odd. 


the evil Dr. Entropy. You must thwart his 
demonic plans through the use of logic 
and brute force. 

But wait! You’re superheroes! You can't 
simply waltz around killing your enemies! 
And so, you'll notice that your foes merely 
run away and rehabilitate themselves 
(presumably). Thus is it ever in the life of 
crime-fightin’, do-goodin’ gang-bustin’ 
fighters of evil. 

Superhero League of Hoboken reminds 
us all why Legend is what it is. The com- 
pany who put out the instant classic Eric 
the Unready now brings you merriment 
and mayhem with an unlikely combination 
of heroes, such as Tropical Oil Man, who 
can raise the cholesterol level of any 
opponent with veins, and Princess 
Glovebox, whose ability to refold 
roadmaps is (pardon the pun) legendary. 
You'll also rub elbows with Captain 


tdalleateRt 


TTT cusing the trained doberman) | 
jf,” The Craagon Tape manes fiet | 

: Of Salmon, 117 damage ponte, | 
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Face various post-holocaust mutations on the field 
of combat, using many silly weapons. 


Times Square 
The crowd suddenly parts, providing a view of the man 
| whe is clearty the leader of this cuit. His back j iS to you, 
M4) and his head is hidden by the fur-lned hoad of his parka. 
Then he turns, ond the party gasps collectively as they 
fired themseives face to face with -— it seems impossidie, 
but. here he is -—- twentieth century legend Dick Clark! and 
ira he ST Te HASH’ T AGED! 


Meet many weird characters in your quest to 
restore order to the Tri-State area. 


Excitement (able to put animals to sleep 
at forty paces), The Iron Tummy (can 
ingest spicy foods without distress), and 
King Midas (can turn any object into a 
muffler). 

As you roam the landscape around 
Hoboken, you'll discover vast open air 
markets, borough warlords, and ancient 
museums and libraries; mag-lev trains will 
whisk you away to such exotic locales as 
Philadelphia, Poughkeepsie and (*gasp!*) 
Times Square. Celebrities and tribal 
groups abound in the far-off realms 
encompassing Carnegie Hall and Yale 
University. 

The interface is a revved-up version of 
Legend’s award-winning Companions of 
Xanth design. Help on anything is a sim- 
ple right-click away. Combat takes place 
at a hero-by-hero rate; weapons such as 
the bowel disruptor, pointy stick and 
trained Doberman Pinscher will help you 
vanquish your foes. 

And what foes they are! You'll run up 
against the Cy Young Cyborg, Steroid 
Man, Mickey Monster, and the dreaded 
Suggester. Bag Ladies and Albino Winos 
lurk in the dark recesses of the streets 
and alleyways of Newark. Roam the sub- 
ways of lower Manhattan, ever vigilant for 
the presence of Lava Lampreys and King 
Kong Salmon (who must return to the top 
of the Empire State Building to spawn). 

A quick note to our readers: we ran into 
a quirk that occurred after we added King 
Midas to the party. Seems his Midas 
Touch superpower caused a global error 
and wouldn’t work. Solution: save your 
game, quit out, restart the game. Legend 
says they're aware of it and fixing it. 


one 27 They: renort ‘that their eaapare ers has 
been overrun by mice. It appears that they're being a tad 
Pamcky, summoning help for such a minor probiem. Nevertheless, 
_ Que prokeca dictates that you travel to ther HQ and see if 
OU Cah Be of assistance 


Face five missions of increasing difficulty, each 
leading to an encounter with the evil Dr. Entropy. 


Interface Playability 
96 92 89 


SLOH is a brilliant combination of two 
different styles of gaming. What 
makes it brilliant is not only the seam- 
lessness of the combination, but also 
the fact that | despise one half of the 
combination, but still feel that the 
game is excellent. The bulk offthe 
game is a resurrection of the@pairy= 
based CRPG, a genre | feg@itias 
recently died an undeserved G@eath 
To solve puzzles, the game uses-an 
adventure game format—a genre that] 
wish would die a deserved and painful 
death sometime soon. To his credit, 
designer Steve Meretzsky (who 
knows his way around an adventure 
game) has chosen to lampoon the 
ridiculous elements inherent in adven- 


Graphics 


Sound Replay Value 
92 60 


continue the game often literally fall from 
the sky. The combat portion of the game 
is marvelous and fun; why have so many 
designers let bashing monsters to gain 
experience levels (and new powers) fall 
by the wayside? The interface is amaz- 
iA@ly @asy to use and (though | hesitate 
tosUSE Such an overused word) intuitive. 
FOMexample, the game has dozens of 
VaiO@U@sS weapons and armors, which 
coula Mave turned into a micromanage- 
ment Chore. Instead, characters automat- 
ically Choose the best equipment to use. 
All in all, SLOH is one of the most lovingly 
crafted games I’ve seen in a long while: 
professional and true to its genre (both of 
them) while remaining innovative and, 
best of all, wildly funny. If you like either 


ture games; objects that you need to genre, look at SLOH. -Kevin 
Interface Playability Graphics Sound Replay Value 
95 95 92 92 55 


Legend is at it again, puns blazing. 
Superhero League of Hoboken is 
highly amusing, not to mention being 
fun to play. The guys at Legend 
(namely Steve Meretzsky and Bob 
Bates) must share a love of the game 
of baseball; Superhero League of 
Hoboken is filled with jokes about the 
nation’s pastime. The heroes are 
depicted perfectly, from the Giant let 
ter Z emblazoned on the front of 
Captain Excitement’s chest to the 
somewhat bumbling mannerisms Of 
King Midas. Every aspect of this 
game pleased me; the interface is 


S very well designed and implemented, 
__ the graphics are good, the sound is 
— wonderfully offbeat, and the humor is 


given five missions at a time means that 
the game can be digested in small 
chunks; this is good planning, as |’m the 
only person | know who can sit down and 
play a game for eight hours a day and not 
get yelled at by my boss/girlfriend/par- 
ents. While some parts of the game are 
necessanly, linear (you need to complete 
ail fouf Of the “normal” missions in a set 
Deiore|taking on Dr. Entropy in the fifth), 
most of THe game can be played in a ran- 
dom, somewhat haphazard and likely 
Sfapaasrh manner. You are, after all, role- 
playing a rather low-res superhero from 
New Jersey whose only claim to fame is 
the ability to create organizational charts. 
Any other method of play would be too 
logical and too confining. And watch for 


right on target 99% of the time. Being the surprise celebrity cameos! -Ted 
Interface Playability Graphics Sound Replay Value 
91 88 89 91 40 


I'd like to be able to put Steve 
Meretzsky and Al Lowe in a room and 
see who's funnier. It would be a tough 
call. SLOH, much like Legend’s earlier 
release Eric the Unready, is so laden 
with terrible puns, sick humor and just 
general hilarity that it's impossibié Tor 
me not to enjoy it. Humor comes at 
you in all forms: puns, jokes} goofy 
weapons and armor, bizarre missions 
and, of course, the jack-in-the-box-ltke 
form of Dr. Entropy himself, 
Regardless of anything else, | had a 
great time playing this game, and in 
spite of how intently | looked for 
things, | found that both Kevin and 
Ted discovered jokes that | hadn’t 
spotted. Tack on the fact that the 
interface is brilliant in its ease of use, 


and you’ve got a whole new reason to 
appreciate the existence of both Herrs 
Bates and Meretzsky. To top it off, SLOH, 
despite the humor, is a pretty engaging 
game. Sure, the super-hero powers are 
stupid, but that doesn’t detract from the 
chatmaLegend’s first jaunt into the RPG 
realm {Or at least the psuedo-RPG realm) 
IS arousing success. Many of the puzzles 
aré SOmewhat difficult, although all of 
them are totally logical if you take the 
tim€ t6 read everything and put two and 
twa together. SLOH is everything comput- 
er entertainment should be—solid game 
play, good design, attractive graphics and 
sound, lasting play value and intelligent 
puzzles, all without taking itself seriously. 
Next time, | want to help invent the 
heroes! -Steve 
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Yassa (YAWN). Dassa 


(Yawn). Doo. 


IT’S BACK TO HOLLYWOOD’S VERSION OF PREHISTORY 
WITH PREHISTORIK 2 FROM TITUS SOFTWARE. 


Prehistorik (that’s his name; get it?) 
wakes up one morning to discover his 
meat-locker is bare. Though it’s unclear 
as to how he came to have a meat-locker 
when nails and finished wood are millenia 
away, and man hasn’t even gotten out of 
living in damp, smelly caves, Prehistorik 
must get up and find food. 

With your help, he must defeat 
dinosaurs that have been extinct for sev- 
eral tens of millions of years, spiders of 
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A bone in front of our hero seems to have mesmer- 
ized him. 


Prehistorik 2 
by Titus Software 


Game Summary 
You control the misadventures of 
Prehistorik as he goes about his 
usual business of being a typical 
hunter-gatherer in the side-scrolling 


action/arcade game. 


Overall 


. Rating: 
Sound Support: Sound Blaster, AdLib 


Keyboard, joystick 
PC and compatibles 
Titus Software 
Distributed by: Titus Software 
Retail Price: $39.95 


Controller: 
Available for: 


Designed by: 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Titus Software 


20432 Corisco St. 
Chatsworth, CA 91311 
(818) 709-3692 
Fax: (818) 709-6537 
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e2 


Amaze your friends as Prehistorik collects the 
items to transform him into Liberace! 


the low-budget science-fiction movie 
genre, bears that rise up out of the 
ground, and many others. You'll use a 
Hollywood caveman’s tools of the trade: 
the de rigeur club, the giant Wile E. 
Coyote-type mallet (if you can find one), 
and the ever-prevalent caveman hang 
glider, among others. Collect food along 
the way: there are burgers, fries, sodas, 
fudge sundaes, ice cream cones-in fact, 
just about every kind of food that people 
would not normally associate with prehis- 
toric times. In addition, there are point 
bonuses such as wind-up cars and other 
toys that cam into existence long after the 
Cro-Magnon days. 

Prehistorik 2 has many levels to play, 
and you can play them in either beginner 
or expert mode. Each level is password 
protected, so you need never return to the 
beginning of the game if you don’t want to 
(assuming, of course, that you get far 
enough to get the passwords). There are 
lots of bonus areas where you can collect 
power-ups and extra points; be on the 
lookout for secret caves hidden along 
your route. And remember, wherever you 
are and whatever you're doing, watch out 
for the dreaded Funky Monkey. 


Thrill to the end-of-level screen, where all your 
bonus items get made into soup! 


interface * Playability * Graphics * Sound * Replay Value 


13 76 74 =74 70 


There are worse games. If you don’t 
want to experience a prehistoric 
Mario, don’t come near this game. If 
you do, heed these warnings. P2 uses 
an unalterable sound autotesting func- 
tion. If your.sound card.doesn’t work, 
you can make it work. Also, the ran- 
domly generated/ passwords for each 
level Can include symbols you can't 
typesin (like the letter S). Scrolling is 
choppy and kinda weird in places; 
that’s one of the programming stunts 
you'd think they’d wantto get right ina 
scroller-type game. Other than those 
caveats, P2 is an acceptable second- 
rate jump’n’eat game. If you’ve got a 
young visitor who always wants to 
play on your computer, get this game 
for them. That'll stop them. -Kevin 


Interface « Playability * Graphics * Sound * Replay Value 
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While | have to give a few points to 
any game that will still run on my 286 
at home, Prehistorik 2 simply didn’t hit 
the area of my brain | normally associ- 
ate with fun. Although some of the 
areas make_your fingers hurt (being 
tough to, get past),«most of them were 
just a bit too easy. Some passwords 
could not be input because something 
in the game's programming prevented 
me from using the ‘S’ key; the key 
error cleared up whenever the game 
wasn't loaded, though: One major 
drawback was the game’s on-disk 
copy protection; it's a hassle to keep 
Disk 1 in your drive (as you tend to 
forget it when you shut down), and 
why would you want to pirate this 
game anyway? -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Some games call for sequels. Others 
don't. Prehistorik didn’t, but here’s one 
anyway. This game has problems that 
cutesy graphics can’t make up for. 
Witness the fact that on any screen 
but the opening,.hitting [Esc] causes 
an instant drop to DOS. Witness the 
fact that the “s” key is rendered use- 
less (hope that password doesn’t have 
an “s” in itl). Speaking of passwords, 
type it correctly, becuase if you make 
a mistake, you Can't back up. Running 
jumps are important to the game but 
tough to accomplish. It’s not a terrible 
game; it’s simply that Prehistorik 2 has 
too many problems to overcome. The 
fact that the main character looks like 
Electronic Games writer Russ Ceccola 
doesn't save it. -Steve 


siainnanenensioiaiteiinitind, » 


sipcpcltinauisaiass 


Leave your world 


behind. Step into a 
whole new reality of 


ancient mysticism and 
futuristic tec 


Advent 


A Sy Realms oF Jorune 


A SKYREALMS OF JORUNE™ 
Role-Playing Adventure 


TO ORDER: Visit your retailer or call: 1-800-245-4525 
with Visa or MasterCard (U.S. & Canada only, please). 


, for IBM & Compatibles 


__ “SkyRealms of Jorune” and “Leave Your World Behind” are trademarks of 

. _ SkyRealms Publishing. “Alien Logic” is a trademark of Ceridus Software Inc. 
a . — illustration ©1992 SkyRealms 

Publishing. ©1994 Strategic 

Simulations, Inc. 

All rights reserved. 
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ANOTHER EVIL WIZARD IS 
THREATENING THE WORLD. 


GATHER UP THE STANDARD BAND OF ADVENTURERS AND 
STOP THE Heresy OF THE WIZARD. 


A nameless and mad wizard has com- 
mitted the ultimate heresy. He has ban- 
ished the four Gods of Magic to the World 
of Dreams, and now threatens the world 
with a reign of terror and chaos. The 
Council of Wizards responds with a bold 
plan: a team of four adventurers would be 
assembled from the massed ranks of 
Wizards, Assassins, Warriors and 
Rangers. That party would then plumb 
the deepest depths of the dungeons 
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Lost? Let the handy Automap feature tell you 
which doors you’ve missed. 


Hexx: Heresy of the Wizard 
by Psygnosis 


Game Summary 
Pick four adventurers to lead 
through a series of first-person real- 
time dungeons on a quest to save 
the whole world from evil destruc- 


tion. Sound familiar? 


Overall 
Rating: 
386-20 or faster, VGA 
Hard Drive, 800K RAM 


Requirements: 
Sound Blaster 
and compatibles 
Mouse, Keyboard 
PC and compatibles 
Psygnosis 


Sound Support: 


Controller: 

Available for: 
Designed by: 
Distributed by: Psygnosis 
Retail Price: $49.95 
Hard Drive Space: 1 Meg 
No. of Players: One player 


THE SOFTWARE ROLODEX 


Psygnosis 
675 Massachusetts Avenue 
Cambridge, MA 02139 
(800) 438-7794 
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Re aR a ueeenleeoratiaes . : paren — = RES (. 
Select the hardiest four adventurers and venture 
into deep 3-D dungeons. 


around the Realm and discover where the 
heretic had hidden the talismans that 
would bring back the gods and restore 
peace and harmony to everyone. 

In Hexx: Heresy of the Wizard, the play- 
er must assemble this band of hearty 
adventurers and assume the quest for 
peace. Unlike many other CRPGs, the 
player does not generate the party mem- 
bers; they are instead selected from a 
group of sixteen preexisting characters, 
one available from each profession and 
school of magic (thus one Chaos Ranger, 
one Dragon Ranger, etc.) 

During play, the party moves through 
real-time, 3-D dungeons (including an 
optional full-screen 3-D mode). When 
monsters are encountered, combat 
ensues also in real time. Players do not 
direct each blow; rather, as long as the 
party is in range and in combat mode, 
swords will strike and spells will fly. This 
leaves the player free to gauge when 
healing potions should be taken, different 
spells cast, etc. Of course, there are other 
things to be found in dungeons besides 
monsters; food, treasure, shops and even 
regeneration chambers help the party 
through their quest. 
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Fight dozens of enemies in real-time combat. Aim 
spells yourself or let the wizards do it. 


interface * Playability * Graphics * Sound « Replay Value 
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Hexx is surprisingly well done for a 
game so mired in cliches. Yes, it's a 
find-the-ruby-key-next kind of dungeon 
game, but it does pack some design 
innovations. The interface is very 
smooth and.easy to use. The combat, 
while real-time »requires Only resource 
management trom the player (like 
potions and scrolls) and not impossi- 
ble reflexes, Which is a4 big\plus for 
me. The 3-D scrolling gives me motion 
sickness, but few 3-D games don't. 
The lack of diréct character creation is 
a problem, but not as much of one as 
it might seem, since the party building 
options are fairly open. It isn’t game of 
the year by any means, but it’s a solid 
maze-based rob-and-kill RPG, a notch 
above the average. -Kevin 


Interface « Playability * Graphics * Sound « Replay Value 
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Hexx struck me as being a sort of low- 
budget Arena. The plot is linear, which 
came as no surprise (find this key to 
get to that dungeon, where you'll find 
the key to get to the next dungeon, 
etc.), but.combat is real-time, which 
did surprise me, The interface is quite 
good, while the graphies engine could 
stand to bewupdated. Not being able to 
roll your Own Characters struck me as 
something of an oversight, but, as it 
turned out, this is not much of a draw- 
back sinee your characters can defeat 
just about anything they run into early 
on in the game. Hexx is an old-fash- 
ioned RPG (in the Might and Magic | 
sense) that gives you a fairly good 
return on mindless pleasure for your 
bucks. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Hexx comes from the old school of 
role-playing game design. There is 
nothing really new or innovative in it's 
design or in the way it’s carried off. 
This doesn’t mean that it’s not a solid 
game, itis, it's just that.you’ve seen it 
beforé. Hexx is pretty easy to control, 
and while combat is in real-time, it’s 
just a couple of buttonwclicks to take 
care of./1he graphics areé,smooth 
scrolling, albeit a bit grainy, and the 
music iS repetitive, but not that nerve 
wracking. This is simply a game that 
technology has passed up—most 
RPG’ers expect more than Hexx can 
give. It's good mindless RPG hack-’n’- 
slash fare, however, and when the 
need for some critter stomping arises, 
this is a good choice. -Steve 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots. 
A great pinball game has that unique quality of playability and never- 
~ ending challenge that keeps you coming back for...just one more 
game and a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine.” 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa’s 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR” 


SYSTEM REQUIREMENTS: 


: 13" or larger 
monitor, 256 colors, and 


Computer Game Review- “Crystal Caliburn sets a new 
standard. For realistic pinball on a computer, there's 
nothing like this game.” 


4MB RAM. 
Electronic Entertainment- “Crystal Caliburn is simply : 386 - higher 
the best, most realistic, most challenging pinball simula- —’ 4 
. : " ——— INGOWS 3.1, coior 
tion for the Macintosh yet." (Rating: 9 out of 10) s/c dain 
RAM. 


‘ UT] / Y ; 
GAMES Magazine- "You'll forget you're playing on a Sapports Somatblaste ond 
two-dimensional computer screen... the realism is other Windows compatible 


astonishing.” sound cards, 


Tpatt Crystalt alibur a MacUser-"Electronic pinball’'s Holy Grail.” 
— (Rating: 4 1/2 out of 5) 
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Crystal Caliburn 


From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh. 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. * PO Box 217 * Greeley, Colorado 80632-0217 * Tel 303.447.9562 ® Fax 303.447.2739 


™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 


NO ONE. 


SLAUGHTER AT WILL. SPARE 


THEATRE OF DEATH FROM PSYGNOSIS BRINGS STRESS 


REUEF TO A NEW LEVEL. 


Your commandant has given the order: 
you are to unlimber your guns and 
grenades and eliminate everything that 
moves. Fluffy bunnies and cute little pup- 
pies will not be spared. As your guns 
spew fiery streams of hollow-tipped car- 
nage, you shift your cigar from one side of 
your mouth to the other and think, “God, | 
love this job.” 

Theatre of Death is a mission-based 


Choppers can be fun, but try to avoid running out 
of ammunition. 


Theatre of Death 
by Psygnosis 


Game Summary 
Keep the planet from falling into 
evil hands by completing multiple 
missions, extending your control 
over various regions. 50 missions in 


‘al 769% 


Overall 
Rating: 


Requirements: 386, 2 MB RAM 


Sound Support: Sound Blaster, AdLib, 

Gravis, Roland 
Controller: Mouse 
Available for: PC and compatibles 
Designed by: The Software Shed 
Distributed by: Psygnosis 
Retail Price: $49.95 


Hard Drive Space: 7 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Psygnosis 


675 Massachusetts Ave. 
Cambridge, MA 02139 
(617) 497-5457 
Fax: (617) 497-6759 
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Select your missions from the global viewpoint. 
Missions are scaled on a level-of-skill basis. 


level tactics thrown in. It is evident from 
the word “go” that you will simply be doing 
to your enemies what they are trying to do 
to you. For instance, mission one is called 
Slaughterhouse. You must take your 
squad into a hot zone of enemy activity, 
but none of your enemies will be armed. 
Kill them all while you attempt to avoid 
killing your own troops with friendly fire. 
This is not as easy as it sounds, because 
your squad is simply not that smart, and 
will walk into the line of fire given any 
small opportunity. Keep as many men 
alive as possible while wiping out the 
enemy; your mission is scored on a 
points-per-kill basis. 

As the game progresses, you will get 
more and better weapons, such as tanks 
and helicopters. They are difficult to con- 
trol at first, but well worth learning to use, 
as they carry much heavier firepower. 
Civilians will start to come into play, acting 
just like Hollywood extras. They’ll be 
cheerfully wandering the landscape, just 
looking to get caught in the nearest hail of 
bullets. You will wonder, “Are they stupid? 
Why aren’t they indoors?” Incredulity will 
set in, but you won’t have time to pay 


SOW FAVE FRILEO TO COMPLETE THIS mMiSSion 
OME OM. THIS tS MOT THE WAY TO GO HOME 
TH SOUR FRM bh 


The difference between success and failure is a 
hero’s welcome or a bodybag. 


Interface * Playability * Graphics * Sound * Replay Value 
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Well. “Fun-filled romp” comes to mind, 
as does the phrase “stunningly bad 
taste.” ToD is a lovely game about mil- 
itary conquest that manages to work in 
ltchy & Scratchy level graphics. Heads 
pop off.and. torsos disappear in a hail 
of fire. Tanks run\over men’better than 
they’shoot them. Sharks nibble on 
floating human debris¢ Et Cetera. If 
you've ever wondered if director Sam 
Peckinpah would g@t involved in com- 
puter gaming, here's your answer. 
There's a basic strategy engine here, 
but it’s very basic. | dislike real-time 
strategy as a rule, but you can’t really 
compare this to chess. There’s more 
of the arcade here than tactics, and 
there’s more junior high than military 
academy. It’s fun for a bit. -Kevin 


- finterface « Playability * Graphics * Sound « Replay Value 
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| hope Psygnosis and the Software 
Shed had a good chuckle over the 
naming of this product. ToD is a pretty 
fun game, complete with exploding 
heads and bodies. | don’t expect to 
see it winning any major.game design 
awards, but it$,good for a quick spin. 
The missions do get pretty tough as 
you moveup, and you do have to 
watch what you're doing to avoid deci- 
mating your Own squad, with friendly 
fire. The interface is definitely B-grade, 
but you'-do get used'to it after a bit. | 
would have enjoyed being able to 
move my squad around with the key- 
board rather than the mouse. The 


- manual is humorous, and helps the 
_ gamer to remember: this is supposed 
to be fun, not work. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


70 74 79 ~=—80 91 

With the level of cheerful gore and just 
overall tastelessness of this product, 
I’m very glad the characters are as 
small on the screen as they are. ToD 
is difficult at best to play, since the 
screen.scrolling is.very weird and con- 
trol is tough to work out. Still, for a 
mindless romp of blood and death, 
this game lives Up to jits name. 
Complete with shark attacks and 
head-popping shots (literally), ToD 
attacks the senses by Combining 
happy music with gore. This is not a 
great game by any stretch of the imag- 
ination, but for what it intends to do, 
it's just about right. With a better inter- 
face, this could be one of the best 
time-wasters developed in the last 
year. Not bad. -Steve 
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AS PARANOIA SETS IN, YOU 


SLOWLY RAISE YOUR KNIFE... 


SILMARILS’ ROBINSON’S REQUIEM: WHAT YOU DON’T SEE 


CAN KILL YOU DEAD. 


As a member of the elite Alien World 
Exploration team, you must endure five 
years In the far reaches of explored 
space; Earth and the colonies are over- 
populated, and the job falls to you to find 
planets for expansion. In return for those 
five years, you can expect a rich retire- 
ment and a hero’s welcome upon your 
return. You are a Robinson, so named for 
the title character of an ancient book, and 


lungs out, Jim. I’d like to meet his tailor. 


Robinson’s,.Requiem 
by Silmarils © 


Game Summary 
First person action/adventure 
game in which you must kill what 
needs killing and save what heeds 
saving, while attempting to save your 


own hide. 
84% 


Overall 
- Rating: 

386 (486 recommended), 
4MB RAM, VGA 


Requirements: 
Sound Blaster 


and compatibles 
Mouse/keyboard 
PC and compatibles 
Silmarils 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: $59.95 
Hard Drive Space: 6 Meg 


No. of Players: One player 
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ReadySoft 
3375 14th Avenue 
Units 7&8 
Markham, Ont., CAN L3R OH2 
(905) 475-4801 
Fax: (905) 475-4802 
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The overhead map shows you your world as you 
explore it. 

At least, that’s what you always 
believed, and that’s what you were told 
from childhood onward. In reality, the 
Scientific Intelligence agency has issued 
orders that some Robinsons are not to 
return. While out on missions, these 
Robinsons have come into contact with 
unknown diseases and viruses; SI has 
chosen to banish them. 

You and a handful of your cohorts have 
discovered the SI plot, but the SI is on to 
you, as well. For your last mission, you 
are all sent to a wild planet not listed in 
official documents. As “fate” would have it, 
your ship crashes, leaving you and the 
surviving members of your team stranded. 

Don’t lull yourself into the idea that your 
mission members are all in it together; 
you have never been friendly with many of 
them, and some are downright hostile in 
their attitudes toward you. They would as 
soon kill you as look at you, and you must 
constantly guard against this very thing. 

Robinson’s Requiem is a first person 
action/adventure game. You must gather 
the things you need to survive to get off 
this God-forsaken world in one piece. And 
your crewmembers who have survived 
can't be trusted. . . 


how badly you’re hurt. 


Interface + Playability * Graphics * Sound * Replay Value 


70 72 80 76 95 


RR is an unusual concept that’s 
brought off rather well. A detailed 
futuristic Survival simulation is an odd 
standout in an industry that has by 
and large eliminated the need to eat 
from its role-playing games. RR is not 
your standard adventure game by a 
long Shot. What can you say about a 
game thatwincludes selfi-amputation? 
The interface is.quirky, but learnable; 
the same goes for the. graphics. RR is 
perhaps best for adventure game fans 
who have tired of their usual pedestri- 
an fare. Silmarils has a penchant for 
creating these aggressively different 
games; if they had access to serious 
computers and the desire to program 
for a high-end U.S.-only market, they 
could make a major impact. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


88 87 le 8&5 95 


Silmarils has managed to catch me off 
guard again. Whereas Arctic Baron 
was a great idea but the game fell 
short, Robinson’s Requiem is a great 
idea for which they really worked on 
playability.and ambience. It suffers 
from being SOmewhat slow (terribly 
slow if you only have the minimum 
system requirements), butsits combi- 
natiog of Doom-esque and adventure 
game elements are as. unlikely as they 
are refreshing. The interface, while 


_ designed with the best intentions, is 
somewhat balky, and the graphics 


could use some beefing up so that 
you're able to better distinguish fore- 
ground objects from the background. 
Silmarils is beginning to take on cham- 
pion form. -Ted 


Interface * Playability » Graphics * Sound « Replay Value 


70 83 76 84 80 


Robinson’s Requiem is a fascinating 
game hampered by a clunky interface. 
It’s highly detailed and rather charm- 
ing in how vehemently it tries to be dif- 
ferent from the norm. It succeeds in 
this, and thus succeeds_in being quite 
the breath of freshyvair in spite of itself. 
The graphics are decent, although 
objects upiclose get a bit grainy. | also 
don’t dike the first-person perspective 
for this Sort Of game, although in this 
case, Iti makes more sense to me than 
usual. The plot centers not around 
succeeding but basic survival, which is 
much more realistic than most games. 
Anyone who begs for something differ- 
ent need look no further. With a better 
interface and less eyestrain-causing 
pics, | could fall in love. -Steve 


Four hostages are being held at the American Embassy in Londons West 
End. You are in control of the smallest and most secretive fighting unit in the 
British Army - The Sabre Team. It is your duty to infiltrate the embassy, res- 
cue the hostages, and treat the terrorists with extreme prejudice. Complete 
this mission successfully, then proceed on to four more scenarios: rescue 
British prisoners from a jungle POW camp, destroy a subversive under- 
ground nuclear installation, rescue a hijacked ocean liner, and destroy a hos- 
tile nuclear weapons center deep in the desert. 


Available for IBM” Compatibles on 3.5” disk and CD-ROM 


For more information and availability cat: 1-800-334-6572 


V5 challenging missions with 
multiple difficulty levels. 


V Detailed blue prints of each 
mission. 


Vv Beautifully crafted isometric 
game landscapes. 


V Digitized speech 


U:O:?:,] 
201 BELLEVUE BUILDING, 
Newark, DE 19702 |m 


9) 1994 MicroLeague Interactive Software. © Krisalis Software Ltd. All rights reserved 
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It’s time to launch the final assault into 
the enemy’s soft rear-echelon ranks. Your 
initial penetration has resulted in two of 
your Demons frozen for a few turns—use- 
less. But in freezing them your opponent 
has squandered too much of his Wizard’s 
lifeforce. An all-flank assault could take 
him unawares. The only way to end the 
combat is to slay his Orbholder, but there 


Dark Legions 
by SSI 


Game Summary 
Combine deviousness of the brain 
with deftness of the hand in a build- 
your-own action/strategy game that 
takes place on a fantasy world eter- 
nally consumed by war. 


Overall 89% 


386/33 or faster, VGA 

4 Meg RAM, Hard Drive 
Sound Blaster 

and compatibles 


No. of Players: 1-2 players 


Rating: 


Requirements: 


Sound Support: 


THE SOFTWARE ROLODEX 


Sol 
675 Almanor Ave. 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
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LEARN THE BEST LESSON OF 
WAR: PROTECT YOUR OrsS. 


lF THE ORBHOLDER FALLS, THE REST OF YOUR PLANS ARE 
USELESS AS YOU MATCH WITS WITH THE DarK LEGIONS. 


| 


The Demon Orb Holder stands behind a massive 
protective ring of Templars and Wizards. 


is no way to tell which of them it is. So you 
decide to concentrate on accomplishing 
strategic objectives. But which ones? Best 
to leave the Wizards alone for a bit; 
they're too weak to threaten much for 
now. If you slay the Illusionist, many of 
your enemies may disappear as mere 
shades. The Conjurer makes a fine target 
as well, in order to stop her summoning of 
quite real creatures. Or perhaps the 
Templar to stop the healing, or even the 
enemy Seer so that your own Illusions 
might be brought into battle. Of course, 
the choices aren't as simple as that—you'll 
also have to be able to kill the target you 
select, and that might not be as easy as 
the decision. 


Dark Legions is a game of subtle strate- 
gy and blatant action. Players first con- 
struct an army of up to fifty troops from 
the genre of dark fantasy, selecting from 
sixteen different characters. Both sides 
buy armies separately, working with a 
point sum agreed on beforehand. Players 
may also spend points on hidden Traps 
on the battlefield or on magical Rings that 
enhance the abilities of the troops. These 
forces are then arrayed upon the battle- 
field and begin to fight. Each player in turn 
moves any and all troops up to their 
movement allowances. When troops 
attack enemy characters, the scene shifts 
to an arcade-type sequence whereby 
reflexes help determine the outcome. One 


Take an overhead view to get a feel for the strate- 
gy on the larger maps. 


A Demon prepares the coup de grace in combat 
against a Water Elemental. 


character on each side is secretly select- 
ed to be the Orbholder; when that charac- 
ter is dead, the game ends. 

By choosing different characters, play- 
ers can utilize vastly different strategies. 
Players favoring brute force can select 
troops along that line, like the massive but 
slow Trolls and the cheap Berserkers and 
Orcs. Players with a love of deception 
may choose to purchase Traps as well as 
lllusionists and the invisible Phantoms. 
Lovers of the macabre may prefer the 
undead powers of the Vampire and 
Wraith; while magic fans will use many 
Wizards, Conjurers, and Elementals. 


A Demon uses his strategic ability, the Scream of 
Terror, to damage nearby enemy units. 


The computer boasts five different lev- 
els of Al, from hopeless to merciless. 
However, the main thrust of the game is 
aimed at modem play between two play- 
ers. In fact, a few options and abilities like 
the Phantom’s invisibility and the Seer’s 
confuse attack work poorly or not at all 
against the computer player. Nothing is 
better than knowing it’s a real person 
screaming in frustration after you’ve slain 
his Orbholder. 


A Conjurer uses her powers to summon another 
combatant—this time, a Phantom. 


Interface e¢ Playability 
84 86 94 


It is very, very difficult to blend strate- 
gy with arcade action and get it right. 
Either the arcade sequences are criti- 
cally out of strategic proportion, or 
strategy makes the results of the 
arcade sequences fait accompli. DL is 
that rare game that balances@ts two 
halves nearly perfectly. Any fan of the 
old game Archon should také @.look 
at this game posthaste. In fact, iS got 
a lot more strategy than its predeces= 
sor, and much more variety as@well. 
The graphics include some of thé Best 
fantasy character work I’ve ever seen: 
glowing magical gates, hulking Trolls, 
swirling Water Elementals and tunnel- 
ing Phantoms. The sound effects are 
also majestic, with the possible 


e Graphics 


e Sound « Replay Value 
92 91 


before each combat. Some variation 
there would have been nice. One caveat 
is this: if you don’t have a modem or 
friends to play over it, you’re missing per- 
haps 60 percent of this game. This is a 
game meant for real competition. In fact, 
lm disappointed they didn’t get a network 
version of this working. The strategic por- 
tions of the game are rife with hidden 
Opportunities to dismay and discomfit a 
réal foe, like traps, illusions and feints. 
Playing the computer, you feel like some 
of your mental work is just going to 
waste. However, the computer is an end- 
less and tireless opponent who won't 
complain if you want to practice certain 
techniques endlessly, like Water 
Elemental attacks. DL is destined to be a 


exception of the wearisome quotes classic action/strategy game. -Kevin 
Interface ¢ Playability * Graphics * Sound « Replay Value 
92 96 94 94 96 


Dark Legions is an excellent game. It 
is playable, easy to learn, tough to 
beat at higher Al levels, looks good, 
sounds good, etc., etc. When the 
boxed copy came in, | thought it was 
going to be just another Archon; it 
turns out that it is far better. Tae char- 
acters’ movements are graphically 
beautiful, although the Berserkers 
look like they’ve got an extreme case 
of butt-chafe. Each character gets its 
own attack message relevant to the 
character (e.g., the Vampires Say, *| 
smell blood” while the Trolls say, “Me 
crush you”). Combat is tremendously 
entertaining and, at higher Al levels, 
nearly impossible to win. The inter- 
face pleased me as well: the main 


(which is as it should be for a turn-based 
environment), while the combat screen 
switches over to keyboard or joystick 
play. The thing that makes this game 
even more of a winner, above and 
beyond what I’ve already mentioned, is 
its modem capability. While Dark Legions 
is tun tO play against the computer, hav- 
iNg am actual human opponent makes the 
game surprising and tough. The only 
drawback |’ve seen in the game is the 
landscape objects in combat mode. 
Trees and rocks don’t always conform to 
their apparent size, and it’s very easy to 
get hung up on a virtual corner that isn’t 
visible to the human eye. This can make 
some battles very frustrating; yet | don’t 
think it detracts too heavily from the over- 


game screen uses mouse control all quality of the game. -Ted 
Interface -¢ Playability * Graphics * Sound «¢ Replay Value 
89 87 90 85 83 


Dark Legions is almost exactly what 
Archon Ultra should have been. The 
individual pieces are well-designed, 
have interesting abilities and are well- 
matched to each other. Even the real- 
ly powerful pieces (like the Demon) 
has a weakness that at least one 
other creature (like the Water 
Elementals) can exploit. Those with 
strong main map abilities (Illusionists, 
Conjurers) are very weak in play. 
Each creature is important for suc- 
cess. Main map movement is accom- 
plished with the mouse while combat 
is with joystick (tough) or keyboard 
(greatly preferred). Graphics are very 
pretty and the animations are sharp. | 
especially like the Vampire, Wraith 
and Fire Elemental moves. The com- 


puter offers a good challenge at the aver- 
age and higher levels. The ability to cre- 
ate your own battle using a specific num- 
ber of points, then using those points to 
buy characters, traps and devices is a 
good one, but truly epic battles can be 
painstaking to create. This is why | liked 
the quick start game of Tidal Wave so 
muchyslots of pieces, good computer 
Opponent and a lengthy contest. The bot- 
tom line is that this game is fun. I’d like to 
play with the difficulties of the quick starts 
Or be able to switch sides on them. After 
a few games, the pieces tend to get a lit- 
tle stale, so additional troops would have 
been nice. Also, the long-winded speech- 
es before each attack got very old very 
quickly. DL is most of the way there, and 
it's worth playing. -Steve 
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Watch THE Worip Cup 
FROM THE PITCH. 


COACH OR PLAY YOUR VERSION OF THE 1994 Wor.p 
CUP FROM A 3-D PERSPECTIVE IN PLANET SOCCER. 


True armchair soccer fans pay no atten- 
tion to the fact that the World Cup is long 
over. Arguments continue to flourish, sec- 
ond-guessing the actual coaches and 
players about the way things went. Now 
Planet Soccer invites you to put up or shut 
up on those hindsight decisions. 

All of the qualifying teams are presented 
in detail, plus six teams that failed to qual- 
ify. The actual top fifteen players on each 
squad are rated in each of five categories 


a 


~~ et 


The zooming camera follows the action in a unique 
3-D perspective. 


Planet Soccer 
by leMotion 


Game Summary 
Play soccer from a unique 3-D 
three-quarter perspective. Use the 
28 teams that qualified for the World 
Cup, or other top ranking teams. 
Play, coach or watch each match. 


Overall 70% 


Rating: 
386 DX or faster, VGA 


Requirements: 
4 Meg RAM, Hard Drive 
Sound Blaster 
and compatibles 
Mouse, Keyboard, Joystick 
PC and compatibles 
Infogrames and Condor 
Interplay 
$49.95 
20 Meg 
1-2 players 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
leMotion 
1333 Ocean Avenue 
Suite J 
Santa Monica, CA 90401 
(310) 576-1888 
(310) 576-1889 
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{ Fd 
Make up groups 


als te 


Restructure the 1994 World Cup any way you 
want to-even adding teams that didn’t make it. 


for your substitution decisions. Pick a 
team and play through the actual 1994 
Cup, or customize your own Cup with the 
groupings you prefer and teams like 
France and England. 

During play, enjoy a 3-D from-the-pitch 
perspective. The camera zooms from goal 
to goal, following the action from sideline 
to sideline. A player scanner in the upper 
left corner displays the location of other 
players so that passes and screens may 
be planned and executed. Each player 
has eleven camera zooms, and the game 
itself contains over 6,000 detailed anima- 
tions for realism. Player will trip, slide, kick 
and dive in these frames. Special anima- 
tions herald a player receiving a card; 
even the goal keepers have three different 
styles of save. 

Various pregame setup options are 
available. Players can choose the condi- 
tion of the pitch (rainy or clear) and the 
wind conditions as well as the actual 
match length (from 5 to 45 minutes per 
half). Strategy screens allow the alteration 
of the formations and attitude of the team 
on the field. During Cup play, players can 
choose to play or watch the results of their 
strategies be played out. 
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Over 6,000 detailed animations are packed into 
the game, including 11 camera zooms. 


Interface * Playability * Graphics + Sound * Replay Value 


80 60 Go. 8 06ffa 71 


Planet Soccer is a product that you 
shouldn't be seeing yet; it needs to 
cook about three months more. It 
looks, feels and plays like the begin- 
nings of a good game; but that’s all 
that’s. here..The graphics are stunning 
in places, oddly umfinishedain others, 
like the goalies dives. There's very lit- 
tle play under the glitzwhere. Options 
like goal replays that are ‘found in 
smaller but better thought out products 
are missing from PS. The camera 
angle makes many actions difficult, 
like passing and shooting. The players 
seem stiff and unwilling to head the 
ball, and only rarely do bicycle kicks 
and the like. This is a decent graphics 
engine; please take it back to the shop 
and put more soccer in. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


71 61 89 86 40 


Now that the World Cup in the U.S. is 
a fading memory, hopefully we'll be 
seeing an ebb to the floodtide of com- 
puter soccer games. Not that | don’t 
like soccer; I’m actually completely 
indifferent.to.it, Of the.soccer games. 
I've seen, Planet SoGcer is the best-. 
looking (though not/most enjoyable to 


_ play)./The 15/46 perspective is a little 
_ annoying; | like being able to see at 
_ least the player I’m controlling. The 


learning Curve is quite steep; figuring 
out how to get the precise loft and 
angle to make a shot on goal was. 
extremely confusing. Not being able to’ 
catch computer players with the ball. 
when they can easily overrun your 
own players lends to the frustration. 
My money goes elsewhere. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


70 65 91 89 65 
Planet Soccer succeeds on some lev- 
els and fails miserably on some oth- 
ers. It’s certainly one of the prettiest 
sports games I’ve seen since I’ve 
been here. The problems lie in the 
actual playability of the game. 
Opponent players dog your every 
step, but you can’t do the same. 
Controlling where you/pass or shoot 
the ball is difficult at est, and | was 
only able to score/by kicking from 
huge distances. The big problem is 
that you cant decide who to control. 
Perspective is also a problem. Players 
won't head the ball or even chase 
after it, unless you are controlling 
them directly. This game shows a lot 
of promise, but too little of that comes 
through in the actual game. -Steve 


YT0 
BE BLOWN AWAY 


METALTECGH 


a with ight 
should never 


One apocalyg s 
squad of HE 

ronment, r 
mechanize 


enemy. Ye 

pilots, develop:new tactics | ae 
2 Pee : : Z ed j 4 Bmscio tz 

new weapons-like EM Pulse Canno =a . 


cally guide 


J ervack mv tarcer | 
oe IGHORE MY TARGET te 


HELP ME OUT: 
enemy SIGHTED nd 
SRGROCAST FREELY f3 


TRE AT WE 


e 


PART OF THE SIERRA FAMILY > oe ms ey ee 7 ng ee 


CGR REviews 


SENSIBLE SOCCER? GIVE ME 
SENSIBLE SHOES. 


SENSIBLE SOFTWARE BRINGS YOU SENSIBLE SOCCER ON A 
SENSIBLE PLATFORM FOR SENSIBLE PEOPLE. 


You know what they say: if soccer can’t 
be sensible, then where’s the world head- 
ed? Sensible Soccer brings you eight 
(eight!) stunning dream teams of the world 
from which to choose, including the 
Republic of Ireland (!) and Saudi Arabia 
(!!). Although they didn’t get the license 
from the World Cup Federation or whoev- 
er handles these sorts of things for this 
sport, the programmers have dauntlessly 
included actual statistics for the players 
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Team setup is fun ‘n’ easy. By God, I’d have to say 
it’s even sensible. 


sensible Soccer 
by Sensible Software 


Game Summary 
Soccer from a top-down perspec- 
tive. You'll gain intimate knowledge 
of player stats from any of the eight 
(eight!) national teams included in 
this game. 


Overall 
Rating: 
Requirements: 640K RAM, DOS 5.0, 
VGA/EGA 

Sound Blaster, AdLib, 
Roland, PAS 

Keyboard, joystick 

PC and compatibles 
Sensible Software 
Davidson and Associates 
Retail Price: $39.95 
Hard Drive Space: 0.7 Meg 


No. of Players: One to two players 


THE SOFTWARE ROLODEX 
Davidson and Associates 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 


19840 Pioneer Avenue 
Torrance, CA 90509 
Tel: (310) 793-0600 
Fax: (810) 793-0601 
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It’s the kick-off! No, wait, it’s the scrum! No... Just 
what the heck do you call it? 


for each of the eight (eight!) teams based 
on the 1993 soccer year. Only the names 
have been changed to protect against 
lawsuits. 

Sensible Soccer allows you to design 
your own team setup from any of the eight 
(eight!) different teams so that you can 
build yourself a powerhouse of a club. 
Several options are available for offensive 
and defensive strategies, including the 
now world-famous 4-3-3 setup. Weather 
and field conditions are variable between 
wet, muddy and normal. 

Game play is from a bird’s-eye view, 
and player selection is on a nearest-the- 
ball basis. Passing, sliding tackles and 
diving headers are computer assisted, 
while shots on goal are player controlled. 
Ball-handling algorithms feature “after- 
touch” control of ball height and curve. 

In addition to the above features, you 
can choose to play either a friendly match 
between any of the eight (eight!) teams, or 
advance directly to the Sensible Cup (it is 
not clear whether Sensible Cup is a 
euphemism for World Cup). How they can 
manage to figure out scores for Cup 
games with only eight (eight!) teams is a 
mystery to all but the programmers. 


It’s a shot on goal! Will it be good for a point? 
Only your goalie knows for certain right now. . . 


Interface * Playability * Graphics * Sound * Replay Value 


80 78 60 65 70 


And you thought the Smurfs were a 
distant memory. SS brings back their 
progeny, bicycle-kicking on a comput- 
er near you. Let’s discuss the obvious 
problems: only eight teams and minis- 
cule graphics..Now thesplusses: pretty 
darn good game play. In fast, it plays 
better than any other soccer game I’ve 
seen. The tiny graphiés allow for a 
wide view Of the field, critical for team- 
work in g0e¢cer. AlSO, the other players 
on your team don’t Stand around wait- 
ing foryou to activate’them; they 
ready themselves for passes and give 
assists freely. If this game had an 
autodribble feature, I’d play it instead 
of the other soccer games. With more 
teams and a slight control refinement, 
this could be a winner. -Kevin 
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_ As the box says, it’s Europe’s Best- 


Selling Soccer Game, which just goes 


_ to show that Europeans really don’t 
have as much freedom of choice as 
_ we Americans. There’s a ga-ga 
 honey-drooling blurb from another 
_ magazine on the back, and all | can 
_ think ig, *“Are-these guys high?” 
_ Sensible Soccers, graphics are state- 
_ of-the-art for 1988) and it’s sound is 
top notéh if you like listening to radio 
_ Static. Player control is Confusing at 
best, since the computer merely 
_ chooses who’s closest to the ball, not 
_ who's in the path of the ball. Although 


| like the top-down perspective when 


playing a purported sports sim, | don’t 


like this game enough to ever want to 


_ play it again. -Ted 
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Many of those who went to a World 
Cup game will be familiar with the 
view in this game—it’s like playing 
from the third balcony. Actually, this 
perspective works well for the game, 
but it’s one,of.the only positive fea- 
tures. Thisygame is really\an exercise 
in how fast you can ‘hit the “Enter” key. 
The only similarities it bears to soccer 
are the pitch and the guys in funny 
shorts. Sensible Soccer does the little 
things tight——crowd noises, goal 
replays, ete., while failing to do the big 
things, like provide an entertaining 
soccer game. Players can’t dribble the 
ball well and cheerfully run right out of 
bounds with it. Pay attention to the 
name of this game: be sensible and 
leave it on the shelf. -Steve 


LIFE HAS ALWAYS BEEN A MYSTERY... UNTIL NOW. 


ee | | ‘Long ago, while other civilizations were still 
Sa immersed in mythology, the Chinese were feverishly 
ae collecting and documenting certain unique personality 
traits displayed by those born during the cycles of its 
lunar calendar. This in-depth information formed the 
foundation of The Chinese Astrology. Although its use 
has been officially FORBIDDEN in the Orient since 
1930, FOR THE FIRST TIME EVER, these Asiatic 
“concepts have finally been harnessed into the PC 
World! If properly used, you will unleash the secrets of 
the past, present and future! These ancient, Eastern 
‘Influences have been combined with OUR Western 
_ Zodiac to form a _.one-of-a-kind self-discovery tool: 
cc. EAST meets WEST: Chinese Astiglogy: 


: An original soundtrack, digitized speech, detailed 
personality revelations, recommended occupations, 
and much, much more, combine to transform a 
_ simple information source into the AWAKENING OF 

~ THE CENTURY! Over 2,000 well-known Celebrities 
and their respective ia have also been included! 


e THE ANSWERS ARE AS CLOSE Ns YOUR PC! 
Even though you will reveal the’ innermost personal 
- details about yourself within minutes, you Will Ting 

yourself spending hours studying the muftelayered 
_ intricacies involved with family and friends! BAST 
meets WEST: Chinese Astrology requifes no 
specific code of belief; however, many Onental 
cultures swear by its accuracy and refuse t@ Make 
_.. decisions without consulting it first. Just look af ine 
vast fortunes that have been generated in the Orient! 


Here, then, our personal invitation . into the 
world of ©, ‘ST ‘meets West: Chifiese 
7 owns on 


@. "Bee the coupon to Alain 
four savings or call us TOLL FREE at 
1-800-700-9901. 

Please a Pigemy 


REG. $54.95 ... SPECIALLY PRICED SAVE $10.00 $ 44.95 


POSTAGE & HANDLING $_ 3.00 | 
(CALIFORNIA ORDERS ADD 7% SALES TAX) Address __ 


Method of Payment (check appropriate box): City —— 


__] CHECK or MONEY ORDER enclosed for$ State/Zip _ 


_IVviISA  |_J MASTERCARD EXP. DATE a _ SEND THIS COUPON OR CALL TOLL FREE 1-800-700-9901 
CARD# _ | Realistic Automation, 1030 E. Washington Ave Ste.119 Dept. 3718, 
Escondido, CA 92025 
SIGNATURE —____.. NOT AVAILABLE IN RETAIL STORES 


BLOW AWAY TERRORISTS 
WITH WILD ABANDON! 


JUST DO IT QUICKLY AND QUIETLY, OR THE HOSTAGES 
WILL PAY THE PRICE IN SABRE TEAM. 


Hackney peered carefully around the 
corner. He was silent and unmoving for a 
moment, then gave the all-clear signal. 
Adamson and | moved then, darting 
across the heavily carpeted hallway of the 
Embassy to crouch by a sofa. | was con- 
gratulating myself on the swiftness and 
silence of our motion when a figure sud- 
denly appeared in the doorway. One of 
the terrorists has the drop on us, | thought 
with panic, preparing for the impact of the 


4k S HE moet 
DOEMOCRA LIBERATION 
FRONT THEY HAVE 
ALBEAOY HILLEO ONE 
OLPLOMAT. 

METROPOLITAN 

HAVE P 


YOUR TEAM. 
Aen THE 


OF ES TO 
ENHANCE YOUR TEAM'S 
REPUTATION. 


Venture into five missions of increasing difficulty, 
from hostage extraction to munition elimination. 


Sabre Team 
by MicroLeague Interactive 


Game Summary 
Blow away terrorists as an elite 
anti-terrorist team in a turn-based 
squad combat game. Complete five 
covert missions from hostage rescue 
to weapons destruction. 


Overall 8 a% 


Rating: 
386 or better, VGA 


Requirements: 
2 Meg RAM, Hard Drive 
All major 
sound cards 
Mouse 
PC and compatibles 
Krisalis Software 
MicroLeague 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: $59.95 
Hard Drive Space: 12 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


MicroLeague Interactive 
University Office Plaza 
201 Bellevue Building 

Newark, DE 19702 
(302) 368-9990 
(302) 368-8600 


48 COMPUTER GAME REVIEW 


Handle all the turn-based action from this three- 
quarter perspective view. 


Slugs against my kevlar vest. Then the 
muffled cough of Roderick’s silenced sub- 
machine gun echoed across the hallway 
and the foe fell with a choked-off cry. We 
and our mission were safe—for now. 

Lead a team of four elite soldiers from 
the most secret branch of the British Army 
(the Sabre Team) in a series of five anti- 
terrorist missions. You'll rescue hostages 
from the American Embassy in London 
and from the depths of the Malay jungle. 
Clear a cruise ship of hostages and pene- 
trate a deep desert weapons facility in 
order to destroy nuclear weapons stash- 
es. All this and more await you. 

Missions are resolved in turn-based 
squad level combat. Move each soldier on 
the map and plan his shots accurately 
from the three-quarter perspective. Before 
the mission, choose your weapons well: 
the silence and short range autofire of the 
submachine guns, or the distance killing 
ability of the machine gun? Tear gas 
grenades or stun bombs? Match the abili- 
ties of the soldiers with the capabilities of 
the weapons. Use opportunity fire to catch 
your enemies before they catch you, and 
search their corpses for ammunition and 


~ ' 
ore 
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Choose from among eight highly skilled soldiers, 
each with varying statistics and ability. 
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Sabre Team isn’t as good as | was 
hoping for, but it’s not as bad as it 
could have been. The designers have 
put together a strong squad-based 
military simulation; now if they would 
just go to.interface school,.they might 
makera greahgame someday. Hot 
keys (a must fo me) are entirely 
absent. You Can't save anywhere 
except Guring a mission, SO you can’t 
retum to the setup screen to choose 
the team differently. The options 
screen cant be accessed from within 
the game itself. Still, there’s good play 
value here if you’re not too turned off 
by the extremely unwieldy interface. 
With a few more graphic touches and 
an entire interface overhaul, this could 
be an exciting engine. -Kevin 
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Ever since X-COM came out, I’ve dis- 
covered that | really enjoy turn-based 
squad games. Since Sabre Team fits 
this description, one can assume | like 
it. In fact, this is the case. Sabre Team 
is an excellent game, but the interface 
is somewhat confining. The, probably 
should have included some way to 
look around’a room without having to 
try targeting something, but maybe 
they did it for effect. Another problem 
is not being able to save between mis- 
sions; this means that you have to out- 
fit your squad and hope you’ve 
equipped the right weapons for the 
area you'll be infiltrating. This is some- 
what frustrating, as the weapons 
descriptions don’t indicate suitability 


_ for mission type. -Ted 
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Sabre Team takes some solid con- 
cepts and presents a pretty decent 
game with them. The main troubles 
this game has is in interface—inability 
to have soldiers kneel or go prone, for 
instance... The animation.is also a little 
goofy, particularly the shuffling gait of 
the characters. Completing a\ mission 
gains you Jittle, certainly.not money or 
weapons, which must be gleaned from 
dead foes. Otherwise, Sabre Team is 
pretty,entertaining,s It’s also pretty 
tough. Learning to take it slow and to 
set up interlocking fields of fire is very 
important here. The squad-based tac- 
tics it espouses are solid, it’s just that 
you should be able to do more in the 
game and should be able to do what 
you can more easily. -Steve 


ms, ONLY THING MISSING 


E DRIVE TO THE STADIUM. 


Be Be es oi 


The most highly detailed ballparks ever to be created. 
Each park consists of 9 full screens. 


CHILAGY A 


| 500° =: a : ‘ : & SS : ke | Season Replay, Strategy Sheet, Head to Head vs. 


sie ee | Human & Computer, and True Modem Play with Chat Mode. 
~ Contains full rosters for all 1993 teams with over 40 


categories of batting stats and over 30 categories of pitching 
stats per player. 


Draft module with “Computer Draft” Option, Trade 
module, Team editor module and League Set Up module 
including the NEW 1994 Division Alignment. 


The sharpest detailed 
animation ever ina 
baseball simulation. 
Includes both 
Simulation and 


rs he Winner of the 1994 


INNOVATIONS 


award. MICRO SPORTS 


INCORPORATED 
Micro Sports Inc. ¢ One Northgate Park # Suite 103 e Chattanooga, TN 37415 
1-800-937-7737 


First off, let's handle a correction from 
the August issue. In my CES hardware 
wrap-up, | said that SRS Labs produced 
no hardware. This is not entirely true; in 
conjunctions with Hughes Audio 
Products, they have come out with the 
AK-100, which I’m taking in to a master- 
ing studio to get the full story on. 

This month’s topic: just what the heck 
is a DMA channel? DMA stands for 
Direct Memory Access, and every PC in 
the world has a chip built onto the moth- 
erboard called, not coincidentally, the 
DMA chip. What it does is sort of like 
housekeeping for the CPU. Instead of 
having the CPU handle every single 
function in your computer, certain com- 
ponents have instruction calls routed 
through the DMA chip. The best example 
of this is found in your sound card’s 
operations. The DMA chip handles any 
instruction that causes your sound card 
to play a sound file. If these instructions 
had to be processed directly by the CPU, 
your computer would pause for the dura- 
tion of the play cycle. 

The reason you need to assign a DMA 
channel for your average 16-bit sound 
card should be clear. Anyone who has 
ever run Windows sound through the PC 
speaker driver knows the aggravation 
associated with the little hourglass icon. 
When a sound is played through this dri- 
ver, it is processed by the CPU, causing 
Windows to go into its wait mode. Install 
a sound card, though, and the DMA chip 
handles the instruction call. Result: no 
more hourglass. 

Most 286s and better use two DMA 
chips cascaded together. With four chan- 
nels per chip, the net yield is seven 
channels. Nowadays, the DMA circuitry 
is built into the CPU, due to the comput- 
er industry’s search for more efficient 
economy of design. DMA architecture is 
set up in ISA bus design to address the 
first 16MB of RAM (due to its 16-bit 
addressing limit), while EISA bus design 
has no such limitation. And, while you 
would think that, because VLB and PCI 
buses would have no limitations on DMA 
due to their 32-bit addressing schema, 
they also can only directly address the 
first 16MB of RAM due to backward 
compatibility issues. On the other hand, 
how much memory do you need? 
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MIDI MAGIC: ROLAND’S 
LATEST DAUGHTERCARD. 


CONCERT HALL SOUND COMPUANT WITH GENERAL MIDI } 
AND ROLAND’S GS FORMAT. 


 AMIDI ¢ primer for those who want to 
know: General MIDI System Level 1 is a 
music standard containing 128 instrument 
sounds. All of these sounds must be 
included with any sound card that speci- 
fies itself General MIDI, and they must be 
found at certain locations in order to con- 
form. Roland’s GS Format takes the base 
MIDI sounds and expands them to include 
variations on those sounds. In all, 
Roland’s GS Format contains 354 wave- 
sampled instruments (the base 128, plus 
226 extra). Many professional multimedia 
programmers use the GM and GS formats 
to produce their works, and the only way 
to hear all the music and sound included 
in those works is through a GM or GS 
board. 

As readers of these pages already 
know, Roland produces a General MIDI 
daughtercard (June ‘94) which, due to 
CGR getting it a month before it was 
scheduled to be released, did not yet 
have its official name and was called (by 
us) the Sound Canvas DB. This name still 
applies, but with the addition of SCD-10. 

Now Roland steps to the plate, again. 
The Sound Canvas DB SCD-15 is essen- 
tially the same card as the SCD-10, but 
includes Roland’s GS Format as well. The 
GS specification adds in 226 musical 
instruments, including 41 SFX tones and 
3 more drumsets, to the already burgeon- 
ing 128 General MIDI instruments. All are 
wave-sampled and of typically high 
Roland quality. 

Bundled with the SCD-15 (and the SCD- 


10, for that matter) 
are a host of utili- 
ties and MIDI files 
for making the 
most of your new 
board. You’ll get 
over 130 MIDI files 
that you can use 
immediately, as 
well as Easy Juke 
(a jukebox-style 
player for MIDI 
files) and 
DoReMixX (an eas- 
ily-understood util- 
ity for creating 
your own music). 


EaseofUse Installation oy 


| Exactly how much so : 
you ' want or need from 


gam $ will no n Bound as peso to 
the General MIDI a ~~ ive 
newness, , but n ewer games: nc 


THE HARDEE ROLODEX 
Roland Corporation 


7200 Dominion Circle 
Los Angeles, CA 90040-3696 
(213) 685-5141 
Fax: (213) 722-7408 


Sound Canvas DB SCD-15 
by Roland 


Available for: 


PC and compatibles 


ADJUSTING MY SHIELDS WITH 
THE GREATEST OF EASE... 


A COMPANY WITH THE UNLIKELY NAME OF BILBO IS SET 
TO CHANGE THE WAY YOU THINK OF YOUR KEYBOARD. 


& post. ‘Exactly how much bod would 
’ ney do me? A lot, as it turns out. 


Foot pedals. Foot pedals? While 
| can think of flashier and more 
exciting products for gamers, 
Bilbo’s pedals caught me off 

guard. You get three pedals that 
are keyboard programmable and 
~acontroller to make them all work. 
While the more mundane folk . 
have already turned the page, true ulators, for oro 
gamers will probably have consid- | of ee may ahah reflects 
ered the inherent advantages, 2 a\\ a Fe -Ted 
particularly for flight sims. Who 

wants to reach to the keyboard to and not linear switches. They will not 
- switch weapons in the heat of emulate gas and brake pedals. 
Step On It! combat? Now you don’t have to. The ped- THE HARDWARE ROLODEX 

als are almost completely customizable Bilbo Innovations 
by Bilbo Innovations and work with any AT-type machine. Up 2701 University Avenue 

Available for: PC/AT and compatibles to 1s keystrokes rc be assigned 10 eaen Suite 8 
Reaianed bv: Bilbo tnnouatone pedal; configurations can then be saved Madison, WI 53705 
Distributed by: Bilbo Innovations and loaded at will. Please note, though, (608) 233-6121 
Retail Price: $89.99 that these pedals are one-shot switches, Fax: (608) 233-8897 


_|EaseofUse « Installation * Usefulness * Durability — 


75 87 87 ot. 


lf you’re a dedicated Windows user, 
you may want to have a look at this. lt 
performed reasonably well for me, 
although it may be a tad too sensitive 


for some (it sometimes. tead a wi 


WINDOWS AT THE TOUCH OF 
A FINGER. 


Keytec’s Macic TOUGH TOUCHSCREEN: LET YOUR FINGERS 
DO THE DOUBLE-CLICKING (DRAGGING, ETC.). 


The Magic Touch touchscreen 
fits monitors from 13 inches to 15 
inches and provides mouse-free 
support for Windows and (as of this 
writing) some children’s software. 
The unit has a universal sizing 
bracket that allows it to hang from 
the top edge of your monitor (no 
need to glue it in place, unless your 
8 monitor is mounted so that you can 
§ work while lying on your back). It 
| will work with both flat- and curved- 
screen monitors. For those who are Space used by your mouse, Keytec offers 
leery of getting fingerprint smudges __*Ne Solution. 


: eliminate this nuisance). 
liked a pass-through so that you could 
use a mouse in conjunction with it; this 

would be handy if, like me, you write 
multiple configurations so that you can 
get to DOS or Windows. _-Ted 


Maaic T. h m= all over their screens (and hey, who THE HARDWARE ROLODEX 
agic ouc isn’t?), it also comes with a soft-point sty- Keytec 

by Keytec lus. The unit comes with calibration soft- 
ee ee 1293 North Plano Road 
ee) ee aaeee ic: your beotilp Richardson, TX 75081 
files, there is no reason to run it again. If (214) 234-8617 
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CLAPPING... 


THE SOUND OF ONE HAND 


ENSONIQ’S Sounpscare S2000: A SOUND CARD FOR 


WINDOWS LOVERS. 


ably priced package. 


Ensoniq has a new MIDI/sound card 
out, the Soundscape S2000, a 16-Bit, 32- 
voice wavetable synthesis board. Its doc- 
umentation claims full AdLib/Sound 
Blaster, General MIDI, MPU-401 and 
MT32 compatibility; when operating in 
Windows applications, its specifications 
meet or exceed MPC-2 requirements. 
There are three onboard CD-ROM 
adapters for Matsushita, Mitsumi and 
Sony drives, as well as the drivers to run 
them with the card. Bundled with the 
Soundscape S2000 is Blue Ribbon’s 
SuperJAM! Jr. 

The Ensonigq card has a number of 
problems, beginning with its Sound 


THE HARDWARE ROLODEX 


Ensoniq 
155 Great Valley Parkway 
P.O. Box S035 
Malvern, PA 19355-0735 
(215) 647-3930 
Fax: (215) 647-8908 


Soundscape $2000 


by Ensoniq 


Available for: PC and compatibles 
Designed by: Ensonia 
Distributed by: Ensonic 


Retail Price: $279.00 
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The Soundscape $2000 from Ensoniq combines a 16-Bit sound card with a MIDI board all in one reason- 


Blaster emulation. The only emulation 
scheme that any of my games recognized 
was 8-Bit; I’m accustomed to 16-Bit 
sound, so this card left me a bit cold in its 
FM mode. Its General MIDI and MT32 
support is very good, however. 

The setup program, which must be run 
from Windows, recommends putting the 
“Level Control” item in your start-up 
group. Fine, but the Ensoniq documenta- 
tion does not include steps to troubleshoot 
any problems you might run into with this 
applet. 

Knowing how to write batch files will 
come in handy. You'll want to write them 
for each game on your system so that the 
card knows to go into the proper state 
(FM, General MIDI, or MT32) for playing 
specific games. Either that or you’ll have 
to get into the habit of hitting a couple of 
keys before you load a game. The posi- 
tive side of this is that the folks at Ensoniq 
have made the installation program put 
these mode-changing files in your root 
directory, rather than the Soundscape 
directory; this means that you don’t have 
to waste memory putting an extra directo- 
ry in your PATH statement. The downside 
of this is that DOS idiots will probably be 
tying up Ensoniq’s tech support lines for 
days at a time. 


UM ip SOME 
Ensoniq is a leader in the electronic 
musical instrument field, and they 
should probably stay there. | like a 
sound card that requires very little 
from me when | install it, and the 
S2000 nearly sent me ballistic. As 
noted elsewhere |on this page, there 
_ were asnumber of problems‘ ran into. 
_ Even though the General MiD! support. 
is superb, games are usually about 
sound effects, nof!Milisic. | really dis-| 
like Windows; | like it even less when. 
it absolutely must be occupying a lot 
of space on my hard drive in order to 
install drivers for a card that I’m going 
to be using primarily for playing DOS- 
based games. While Windows lovers 
will like this card, | didn’t care for its 
shortcomings in DOS. -Ted 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 9 


The easiest thing to do when installing 
this card is to assume all the defaults, 
unless you're certain that they would 
cause a system lockup (for instance, if 
your CD-ROM drive uses port address 
330; that’s where a lot of games look for 
the General MIDI port, so why is your CD 
drive assigned there anyway?). If you’re 
connecting a CD-ROM drive, make sure 
it's Compatible and then make sure the 
jumper is set correctly. As far as getting 
this card to work properly with Windows, 
patience is the key. A lot of patience. 
Veritable reams of patience. Since | had 
managed to get a few games to work 
properly with this card, | figured that 
everything was peachy. Not so! The Level 
Control refused to stay at a preset volume 
whenever | switched applications; techni- 
cal support was very kind and very help- 
ful, but basic troubleshooting tasks ought 
to be included in the documentation. A 
note to the hardcore DOS fanatics who 
are upgrading from their old Sound 
Blaster Basic: don’t even think about 
changing the manner in which the installa- 
tion program writes the SET BLASTER 
statement. That Dxx |x bit must be there 
or the SSINIT program will give you what- 
for. And if you run into any unexplained 
errors in Windows, search for any old 
sound card drivers that may be still resid- 
ing in the [386 Enh] area of your 
system.ini file. Or just reinstall Windows— 
it's simpler. 


EXPERIENCE WHAT THE SOFTWARE DESIGNERS 
MEANT YOU TO HEAR 


bid hen ca te 


The choice of major OEMs since 1981, Jazz is 
now available to the retail market. With the expe- 
rience and facilities needed to produce state of 
the art speakers, Jazz manufactures over thi 
models to meet all needs. SS 
Jazz is quickly becoming the 
ready to upgrade their tinn 
_ for speakers with the dyna 
every sound heard the one the 
Tired of tin? Try Jazz! | 


Nr, Po 


listen to 


CARPAL TUNNEL SYNDROME IS 
NO LAUGHING MATTER. 


KINESIS’ ERGONOMIC KEYBOARD CARRIES A HEFTY PRICE 
TAG, BUT CTS CARRIES A BIGGER ONE. 


Ergonomic Keyboard 
by Kinesis : 


Available for: 


PC and compatibles 
Designed by: Kinesis 
Distributed by: Kinesis 


Retail Price: $390.00 


DIGITAL JOY FOR THE 
NINTENDO GENERATION. 


lf you or someone 
you know have ever 
suffered from CTS, you 
Know how painful the 
condition can be. 
You're forced to wear 
wrist braces in most 
cases; the more 
extreme cases warrant 
surgery. Kinesis to the 
rescue! The Ergonomic 
Keyboard is perfect for 
preventing or alleviating 
CTS. Although the key- 
board unit is rather large, the user has 
ample space to rest the palms of his or 
her hands on the unit itself; this keeps 
your wrists from doing their lazy best to 
rest on your desk (the most common 
cause of CTS). Included with the unit is a 
typing tutor and a programmable foot 


STD’s INTERACT DIVISION LIGHTS UP THE PC LIVES OF THOSE 
BEING WEANED FROM CONSOLE GAMES WITH PC Propap. 


PC Propad 
by STD Entertainment 


Available for: PC and compatibles 
Designed by: STD Entertainment 
Distributed by: STD Entertainment 


Retail Price: $19.95 
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The PC Propad from 
STD Entertainment’s 
InterAct Game Products 
division is a standard 
two button digital con- 
troller for the PC, along 
the lines of the game 
pads that come with the 
Nintendo and Sega con- 
sole gaming units. It has 
two-speed independent 
autofire switches, 8-way 
directional control, and 
connects to your PC’s 
joystick port by means of a standard 15-pin 
connector. Although the box claims an 
“extra long” cord, the cord is only six feet 
(which is standard for joystick cords). No 
special software is. required to operate the 
Propad, but note that it will not work like an 
analog joystick. PC Propad can currently 


Ease of Use + Installation + Usefulness + Durability | 
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Yes, it’s strange-looking. However, if 
you suffer from CTS or fear CTS, the! 
Ergonomic Keyboard will help to ally’ 
your symptoms and worries. Though it. 
takes time to get comfortable with the 


such as. 
@ handful) 


s, this keyboard) 
looks worthwhile. My only complaints 
here are the price and the foot pedal, 
which feels a bit flimsy. All the keys: 
are completely remappable, so you) 
can find your own comfort zone with! 
the setup you prefer. -Ted | 


pedal. The typing tutor should have you 
up to speed in only a few sessions. 
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Kinesis 


915 118th Avenue SE 
Bellevue, WA 98005-3855 
(206) 455-9220 
Fax: (206) 455-9233 
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While there are many games on the. 
market that could be controlled with. 
the PC Propad, there aren’t many that. 
are designed to support it (or some-. 
thing like it). Those that do (the Horde, 


well bit easier 
than However, 
since | rather than. 
analo heir ilk will not. 
work Inly misgiving| 
is the fire buttons; 


they ares uncomfortable to’ 
get to. For those of you who have just! 
graduated from console platforms to) 
the PC platform, the Propad will be a) 
welcome and familiar controller. For, 
those who enjoy arcade-style games, 


| it's well worth its low price. -Ted | 


be found only at Electronics Boutique, 
Software Etc., and Best stores. 
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STD Entertainment 


110 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 785-5661 
Fax: (410) 785-5725 


Higher. Faster. Farther. 
CH Products is defining new 
standards of design and 
performance for computer pilots. 
We'll empower you to effortlessly 
relay commands with a feel of 
absolute control... to swoop, loop and 
Soar like never before. 
Nove faster Get your hands on 

™ the top gun precision 
FLIGHTSTICK PRO™, the red-hot 
FLIGHTSTICK", or the beginner’s 
JETSTICK™ line of joysticks. Or our 
lightning-fast GAMECARD 3 
AUTOMATIC™. And VIRTUAL 
PILOT", a yoke 
that willdefy yor Reach farther. 
concept of reality. And there’s more 
on the horizon. From drawing board 
to your fingertips, ours is a relentless 
pursuit of new and better products. 
‘ CH Products began with a dream 
“in : 25 years ago, and we’ve never 
se looked back. Today, we give you 
the wings to fly. 
Higher. 
Faster. 
Farther. 


ney 


For all IBM and 
Compatible PC’s 


sage pig: 970 Park Center Drive Vista, CA 92083 
P A 0 0 i C T § Phone: 619.598.2518 Fax: 619.598.2524 9 


TM 1993 CH Products, a Joystick Technologies Inc.Co. MADE 
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Star Wars Screen ENTERTAINMENT BRINGS THE BIG 
SCREEN TO THE COMPUTER SCREEN. 


Obi-Wan waltzes across your screen, 
lightsaber unsheathed, with Darth Vader 
in hot pursuit. Technical specs of the 
starfighters of the Rebel Alliance and the 
Empire appear, key systems being high- 
lighted one at a time. Han and 
Chewbacca, at the controls of the 
Corellian Transport Millenium Falcon, 
make the leap into hyperspace. This must 
be Star Wars Screen Entertainment. 


Star Wars Screen Entertainment 
by LucasArts 


PC: 386-33, Windows 3.1 
Mac: llci, LCIll, System 7 
Available for: Mac, PC and compatibles 
Designed by: LucasArts 
Distributed by: LucasArts 
Retail Price: $35.95 
Hard Drive Space: Mac: 10.5 Meg; PC: N/A 
No. of Players: N/A 


.. Requirements: 


The folks at (where else?) LucasArts 
have been busy getting ready to relieve 
you of a little more of your cash. And why 
not? This screen saver/utility program is 
well worth the admission price. You can 
watch Jawas and Tusken Raiders demol- 
ish your program icons with laser blasts 


Ben Kenobi and Anakin Skywalker battle it out 
with lightsabers. 


SO YOU THINK YOU’RE A 


DITTOHEAD. . . 


Aristo-Sort’s MecaADITos. . .: A SCREEN SAVER FOR 
THE ULTRACONSERVATIVE RIGHT. 


Rush Limbaugh wants you to be exactly 
like him! Why else would the term ditto- 
head be applied to his audience? Now, 
thanks to Aristo-Soft, the company that 
brought you Wired for Sound and Wired 
for Sound Pro, you can take the same 
sorts of pot-shots at the current adminis- 
tration that Mr. Limbaugh takes such plea- 
sure in on his show. 

You'll find such popular classics as the 


MegoabDittos... 
by Aristo-Soft 
386, Windows 3.1, VGA, 


Requirements: 
4MB RAM 

Available for: and compatibles 

Designed by: Aristo-Soft 


No. of Players: N/A 
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BY ARISTO-SOFT 


WINDOWS 


fr. T1@> 


Han and Chewie make the jump to hyperspace at 
the controls of the Millenium Falcon. 


and bombs (with a little R2-D2 bating 
thrown in for fun). Take a tour of the 
bridge of a Star Destroyer while, outside, 
a battle rages between starfighters and 
capital ships. You'll get behind-the-scenes 
information about the movies, as well as a 
personal message from George Lucas 
about the next Star Wars trilogy. 

If you're leaving the office for a little 
while, you may want to leave a message. 
There’s a module allowing you to enter 
text that will then scroll into the screen in 
classic Star Wars style (“A long time ago 
in a galaxy far, far away, | went to lunch. 
After battling the dark forces of the 
McDonald’s empire, through the miracle 
of hyperspace travel, | will return in an 
hour or so.”) 


Hillarygizer Bunny, Whitewater Grafting 
(Get it? Get it? Hyuk!), the Rodham 
Health Care Clinic, where service seems 
to be on the slow side but might help Mr. 
Limbaugh with that teensy weight problem 
he’s got, and Liberassic Park, which is 
apparently where the liberal dinosaurs 
have been segregated from the rest of 
society because they are not the same as 
the other “normal” dinosaurs. 

But wait! You'll also get several other 
screen savers! Send those environmental- 
ists scurrying for their “Save the Whales” 
T-shirts with Owl Gore, which features a 
hand-rendered statue of the vice presi- 
dent covered with owls and their excre- 
ment. Ha! Hoo! What a knee-slapper! And 
then there’s Billvis and Gore-Head, kind of 
like that cartoon show that is all the rage 
among young TV-educated consumers 
and voters. You know the one I’m talking 
about. You can also help commit a silicon 
felony by defacing and shredding a dollar 
bill with the oh-so-subtly named Dollar Bill 
screen saver. You see, it’s got this picture 
of (heh!), y’know, the President and all on 
it, and it’s slowly being torn up and moved 
off the screen, and... Oh, c’mon, you get 
it! Right? Right? Am | right? 

Yes. Yes, you're so right. Righter than 
you know. But not as right as Rush. 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


SE. Warts to Pip Your 
lungs OvT. 


If you think you’re good at games, then let’s have some real 
fun. When you’re online with GEnie® Multi-Player Games, 
you’re playing real people, in real time. Some of the best play- 
ers around the world. © Splash a bandit in Air Warrior®, and 
you’ve just taken out eight other guys, who'll be back gunning 
for you. Blast a MechWarrior® in MultiPlayer BattleTech™, and 
who knows? Could be that jerk from the coast. Could be a 
mercenary who’s looking for a few good friends. 1 With GEnie, 
the possibilities are endless, the people are terrific, and even 


AIR WARRIOR® ] 


corporation 


STELLAR EMPEROR™ 


the prices are competitive. So put some new life into your 
joystick, and sign on. We'll see just how good you are. © Sign 
up now: |. Set your modem for half duplex (local echo) at 
300, 1200 or 2400 baud. 2. Dial toll free — 1-800-638-8369. 
Upon connection, enter HHH 3. At the U#= prompt, enter 
JOINGENIE then press RETURN 4. At the key code prompt 
enter AHJ423 5. Have a major credit card or your checking 
account number ready. © For more information in the 
U.S. or Canada, call 1-800-638-9636, TDD |-800-238-9172. 


a GEnie 


multi-player games 


100% ORGANIC OPPONENTS 


Be 
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=e 
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Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


ADD-ONS 


ARE YOU COMPATIBLE WITH 


A DRAGON? 


East Meets West: CHINESE ASTROLOGY HELPS YOU FIND 


YOUR LOVERS, FRIENDS AND ENEMIES. 


Het are ' 


“eomarg- cule. sae 


4 Breews: alee 


Everything you wanted to know about your boss or 
spouse is right at your fingertips. 


While Western civilization was still mired 
in mythology, the Chinese were hard at 
work, collecting and classifying certain 
unique personality traits displayed by 
those born during the cycles of their lunar 
calendar. This information formed the 
foundation of the Chinese astrology, 
based on a twelve year cycle. Westerners 
must remember that the Chinese cele- 
brate their own New Year, which is quite 
different from the Western New Year; sim- 
ply knowing your Western birth year will 
not necessarily place you in the numeri- 
cally-corresponding Chinese year. 

East Meets West: Chinese Astrology 
breaks down the information compiled by 
the Chinese astrologers. You can pull up 


Test for compatibility between you and your 
friends or you and anyone else! 


East Meets West 


by Realistic Automation 


Available for: PC and compatibles 
Designed by: Realistic Automation 


No. of Players: 


One player 
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information about your own personality 
traits simply by entering your Western 
birthdate. Similarly, the Chinese had a 
complex method of determining compati- 
bility between the varying year-types for 
such things as business partners, mar- 
riage partners, and even parent-child rela- 
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Ever wonder about the famous people who share 
your sign? East Meets West has many of them! 


tionships (presumably so that you could 
plan your childrens’ birth years so that 
they would be most compatible with your 
own). Because Westerners seem so 
involved in making some sort of connec- 
tion to fame, no matter how remote, there 
is a database of famous historical figures 
broken down by birthdate, Chinese astro- 
logical year and what they were famous 
for. Many Oriental cultures swear by this 
method of matching like personalities, 
claiming it is accurate; some go so far as 
to refuse to make any decisions without 
consulting the astrology first. 

The interface is mouse-driven, and the 
learning curve is about as flat as the 
Great Plains. For those who feel they 
need it, East Meets West includes a 
“Getting Started” tour, which shows you 
the basics of the program such as the dif- 
ferent screens and how they work. 


a ae 
FE of - 
— - . 
~ 5 7. . f 
iS c. -, 
. 1 
= 


“aree te 


ne = Ss = “ 


Discover the traits that make people born in the 
same year as you special. 


& ALTERATIONS 
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Are you and your mate compatible? Should you 
continue to work for your boss? Find out! 


East Meets West can start you on the 
path to fame and fortune (although the 
product does have a disclaimer for obvi- 
ous legal reasons); having some per- 
ceived inside knowledge of a particular 
association could strengthen your advan- 
tage when in unfamiliar territory. In any 
event, East Meets West is an interesting 
and informative product, filled with intrigu- 
ing possibilities that will keep you amused 
for hours. 
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ONLY $19.95 


Save $10 Off the Regular Subscription Price! 
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CINESCAPE on a charter subscription to the only full-color 
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Wuar’s THe DEAL WITH 
THAT 3DO MACHINE? 


Arnie KATZ TAKES A HARD LOOK AT WHAT MANY 
THOUGHT WOULD BE THE SUPER SYSTEM OF THE DECADE. 


(When company presidents need analy- 
sis of hot trends and future possibilities, 
one of the names on speed dial is “Arnie 
Katz.” Writer, lecturer, designer, consul- 
tant, and assistant publisher and editor of 
Electronic Games, Arnie gives readers of 
Computer Game Review an insider’s 
look at the world of electronic gaming. 
This month he returns from the summer 
Consumer Electronics Show with some 
thoughts about a controversial platform.) 

Almost all interactive entertainment 
companies, from Nintendo to Software 
Sorcery, had space in McCormick 
Center's North Hall at this year's summer 
Consumer Electronics Show. 

North Hall was a happening place, from 
the basement where Sega and a few 
other companies had discreet meeting 
rooms to the heavily trafficked aisles of 
the main floor. 

And w-a-a-a-y over yonder, stuck into a 
corner of the cavernous East Hall, were 
3DO, Panasonic, and other corporate 
apostles of the self-proclaimed worldwide 
standard for interactive entertainment. 

Most of my appointments, about one 
every 30 minutes, were with exhibitors 
located in the North Hall. | even stopped 
by the Sendai/Decker booth a few times 
to hobnob with CGR editor Steve 
Honeywell and other, similar luminaries. 
But right there on my schedule, looming 
large on Saturday’s agenda, was the 
inevitable trip to the East Hall to see this 
constellation of companies. 

As | walked down the broad, empty 
aisles of East Hall, past booths full of 
abandoned hopes and deflated dreams, it 
was impossible not to think of the history 
of 3D0. Were my meetings a call to wit- 
ness the demise of another grand illu- 
sion? 

Conceived in technology and launched 
with high-concept rhetoric. 3DO hoped to 
take everyone to six levels past the next 
one and in the process, make itself the 
interactive equivalent of VHS. 

They had it all figured out, those smart 
and visionary men and women. They had 
the Plan. They had the Industry Support. 


60 COMPUTER GAME REVIEW 


They had the Mantle of Destiny. 

During the 1993 holiday season, they 
discovered they also had too high a list 
price on the hardware and too little soft- 
ware. How bad was the roll-out? 3DO 
claimed they sold 23,000 consoles—and 
they were widely accused of padding the 
total! 

Despite wonderful demos that had jour- 
nalists’ salivating in anticipation of glori- 
ous games to come, the first generation 
3DO software wasn’t much. Crash ‘n 
Burn, packed with the machine, disap- 
pointed everyone with its boring and 
repetitive play. It was strictly a C+ title with 
a few great visual sequences. Electronic 
Arts blew its deadlines, so none of its 
promised software reached the market 
during the 3DO introductory phase. 

Retailers, few of whom invested big 
bucks in unsold 3DO inventory, took the 
stumble philosophically. Even MS-DOS 
took a couple of years to penetrate the US 
market. In that context, 3DO’s failure 
didn’t look so bad. 

Electronic and print journalists who'd 
competed to see who could go furthest 
over the top shilling for 3DO took the poor 
showing personally. 3DO let us down, 
they seemed to say, so bury it and forget 
how stupid it made us look last Christmas. 
The system that could do no wrong sud- 
denly couldn’t do anything right, at least in 
media coverage. 

Although CES was winding down that 
Saturday afternoon in Chicago, the 3DO- 
oriented outpost in East Hall had a big, 
enthusiastic crowd when | got there for my 
appointments. After looking at the games 
and talking to both 3DO and third-party 
people, | began to wonder if the obit writ- 
ers weren't being a bit hasty. 

On the flight back to Las Vegas, | 
reviewed the situation and came to the 
realization that not only is 3DO very much 
alive, but it merits serious consideration 
from any electronic gamer. 

One reason for this opinion, and also 
why you’re reading about 3DO in this 
computer magazine, is that Creative Labs 
is about to release a board that lets any 


PC with the requisite CD-ROM drive run 
3DO software. It will probably cost $350 
discounted, though Creative Labs hasn’t 
announced a price yet. 

Executives at 3DO like to daydream 
about future computers that have 3DO 
technology on the mother board, but until 
their ship comes in, they’ll be happy to 
capitalize on the thousands of new 3DO 
users the new board will generate. 

The price of the console is down $200 
from a year ago. Sony, Samsung, and 
Gold Star will take it still lower during 
fourth-quarter 1994. Competition aside, 
chip integration is making the machine 
cheaper to build. Engineers assure that 
still more such economies are possible 
without compromising function. By mid- 
1995, it won't be appreciably more expen- 
sive than the Sega Saturn or Nintendo 
Ultra 64. 

As important as any of the hardware 
considerations is software. It’s certainly 
increasing in quantity, and the quality has 
risen rapidly. Shockwave (Electronic 
Arts), a fly-and-shoot fest, is an outstand- 
ing entertainment experience, and 
Gridders is an addictive and mind-testing 
kinetic puzzle. Even fighting game enthu- 
siasts will have something special on 
3DO, Way of the Warrior (Naughty Dog). 

The latter is going into arcades as a 
coin-op, and that could also contribute to 
the eventual success of the home sys- 
tem. The play-for-payer will get image- 
boosting publicity and introduce the tech- 
nology to those who may’ve hesitated 
when the media turned sour on 3DO. If 
Way of the Warrior is even a middling hit, 
it could become a home system seller. 

The Japanese debut of 3D0 went more 
smoothly than the stateside premiere. If 
this falls European launch goes as 
smoothly, this international market would 
make software development a more 
tempting financial proposition. Game pub- 
lishers may decide to support the 3DO, if 
only with CD-ROM ports, and that is sure 
to help 3DO’s overall popularity. 

Don’t buy a 3DO (or stock in the com- 
pany) purely on my say-so. Such a pur- 
chase demands a little hands-on testing 
and comparison shopping. But don’t be 
dissuaded by those who have forecast its 
doom too hastily. The 3D0O is still alive, 
and it may yet confound its detractors to 
become a major part of the interactive 
entertainment scene. 

- Arnie Katz 
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MYSTICAL 


DISCOVER THE REASONS SOME OF THE MORE PROMINENT 
FANS TAKE LONG OR PERMANENT SABBATICALS. _ 


The fans have a word for it: Gafia. It’s 
an acronym for “Getting Away From It All,” 
and it means quitting fandom. This can be 
permanent, or a hiatus of a year or so. 
There are even variations to denote cir- 
cumstances, like Fafia (Forced Away 
From It All) and Dafia (Drifted Away From 
It All). 

Though electronic gaming fandom is 
only five years old, there have been many 
gafiations. Lane Rice, whose barbed 
humor amused both fans and pros, gafiat- 
ed four years ago. Noah Dziobecki is a 
more recent example. He gafiated 18 
months ago, stayed gone for a year. He 
recently resumed fanac. 

Why do fans gafiate? There are as 
many reasons as cases. The most com- 
mon is that new interests replace old 
ones. Sports, women, and other hobbies 
crowd out fanning. Other causes include 
fan feuds and doing something so embar- 
rassing that leaving is the only way to 
save face. 

Some fans make a Major Pronounce- 
ment on their way out. We’ve had some 
recently that wouldn’t have left a dry eye if 
we weren't so busy laughing at the self- 
absorption and pretentiousness. 

One danger sign of impending gafia is a 
fan who takes it all too seriously. Fandom 
is just a Goddam Hobby, goes the saying, 
not a way of life. When developing an 
ulcer over that slipped schedule, the typo 
on page 12, or the tacky thing Fred Phann 
said about you in his zine, it's a good 
motto to ponder. A more relaxed attitude 
now may prevent a painful gafiation later. 

Now let’s look at the productions of 
some fans who have no immediate plans 
to gafiate—this month’s new fanzines! 


Beyond Gaming #4 

Edited by Ryan Smith 

89 Arundel PI., St. Louis, MO 63105 

Quarterly, $3 per issue, 24 pages 

Ryan has decided to concentrate a little 
more heavily on the NeoeGeo, somewhat 
at the expense of other platforms, but this 
spiral bound fanzine has more than its 
impressive format to recommend it. Under 
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THe REASONS “FOR A Fan's “e 


the color cover are reviews and commen- 
tary, mostly by the editor, on a broad 
range of gaming topics. 

Ryan’s opinions could be described as 
extreme, but not insulting. You know 
where he stands, and you might think 
some of his assumptions are off, but he 
keeps things on a high plane. His best 


pieces, a grilling of the current prozines 
-and a comparison of current and forth- 


coming game consoles, are excellent. 
Tighter editing is Ryan’s next challenge, 
but Beyond Gaming continues to show 
heartening issue-to-issue improvement. 


Digital Press #20 

Edited by Joe Santulli 

44 Hunter PI. 

Pompton Lakes, NJ 07442-2037 — 

Bimonthly, $1.75 per issue, 22 pages 

The latest issue of today’s top fanzine 
continues to serve up well-written, unusu- 
al articles about every facet of gaming. 
Joe Santulli’s lead feature about board 
games based on electronic ones is typical 
of the fine material DP prints six times a 
year. : 

Other excellent pieces include “Classic 
Knick-nacks,” about promotional items 
issued by game publishers, Bill Schultz’ 
new column about gaming in other media, 
and Mike Palisano’s ruminations about 
future trends in game-collecting. 

Digital Press is unreservedly recom- 
mended to anyone who wants to sample 
fanzines. It is always intelligent, well-writ- 
ten, and relevant to the hobby. Joe 
Santulli is a role model for electronic gam- 
ing fans. 


Gamers Quarterly #1 

Edited by Ben Song 

5017 Laurel Canyon Blvd., N. 
Hollywood, CA 91607 

Quarterly, $2 per issue, 24 pages 

Despite the usual numerous first-issue 
glitches, this was the month’s best debut. 
Ben hasn’t quite gotten the hang of desk- 
topping on the Macintosh llci yet, but he’s 
already managed a first-rate physical 
appearance for Gamers Quarterly. 


Suan ane: same attention to detail that 
produced this attractive, meticulous layout 
will cure the repeated phrases, redundant — 
__ clauses and missing words very quickly. . 
Reviews for all popular game platforms 
araities the bulk of the editorial material. 
_ They are nicely illustrated, but the 
approach needs some work. GQ will 
improve if Ben writes less about the back- 
ground and history, and more about fie 


reaction to the major game-elements. 


The most enjoyable item in #1 is Nene s 


and Stuff.” The editor's comments on sub- — 
jects like Sega’s legendary licensing luck 
are perceptive and, occasionally, funny. 
This likeable first attempt deserves sup- 
port. oe 


Paradox #16 —y : 
Edited by Chris Johnston, Jason 
Whitman, Tim Johnson, and Justin Schub 
316 E. 11th Ave. 
Naperville, IL 60563-2708 
- Monthly, $1 per issue, 12 pages 


This issue, apart from a brief editorial 


page and the lengthy letter column, is 
devoted to two long essays under the 
omnibus heading, “State of the Game.” As 
Jason Whitman remarks on the inside 


cover, this isn’t as humorous as the typi- _ 
cal issue of Paradox, but it is stimulating 


and thought-provoking reading. 

Jason and Chris each take several 
pages to analyze the current state of 
video gaming. They’re downbeat about 
gaming’s current prospects and warn of 
the possibility that 1995 could well bring a 
repetition of the Great Video Game Crash 
of 1984. A lot of what they say, about the 
game companies’ mistakes and outright 
lies rings true, but not everyone will agree 
with their gloomy prognosis. Bad times 
are assuredly ahead for some of today’s 
largest operations, but electronic gaming 
as a whole is growing and expanding its 
demographic base. 

Whether you agree with these two 
pieces or not is beside the point. They’re 
two of the finest essays I’ve read in fan- 
dom this year, and you’re missing out if 
you don’t send for a couple of issues < 
Paradox. es 


Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine sent, 
and I'll try to describe as many of them 
as possible each month. 
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etin Bored?” 


& I was “bulletin bored” to death the way I used to use my computer and modem. The same old files with the same cheesy 

interfaces —borrring. Today, I've discovered something new that makes text-based games and absentee sysops a thing of 

the past. It’s called The ImagiNation Network, and it’s like nothing I've ever seen before. 

This Net is live fun with real people! &, Once I log on, I'm connected to a sophisticated system that lets me interact with 
2 

thousands of people across America. And whatever they’re into, we talk about — in real time. 

Talk about cool! The interface is the most colorful, graphical, easy-to-navigate system ever. aoe No complicated 

paths or mysterious DOS commands, I just point and click and BAM! — I'm over the skies of France in my 

Fokker dog-fighting my new friend, MISSY2 (don’t be fooled by her name; she’s a two-time ace). 


Whoa! It's been nice chatting with you, but I've got to get to my weekly on-line squadron meeting ae 


By the way, it’s free to see if The ImagiNation Network is right for you... 


~) Call and we'llsend a membership kit with 5 FREE HOURS* to explore The ImagiNation Network. Pay just $5.95 shipping & handling. 


1-800-462-4461 /ext. 735 


MAGINATION!. 


The ImagiNation | Network requires at least a 386 IBM PC compatible computer, a 2400 baud modem, a mouse and keyboard, and about 600 kb of available memory. Red Baron is a registered 
adlernuark of Dynamix, Inc. The Shadow of Yserbius is a trademark of The ImagiNation Network. * Free hours must be used within 30 da zs. For details on membership options and rates, 
call 1-800-IMAGIN-1 between 8 a.m. and 10 p. m.P.D.T. Offer expires 12/31/94 and is available to first time members sonly, ©1994 The ImagiNation Network. All Rights Reserved. 


Computer GAME REVIEW 
GOES ON-LINE! 


PLUS, FIND OUT EXACTLY WHY IT’S GOOD TO HAVE A 
CONTRACT IN ANYTHING YOU DO... 


The big news this months comes from 
right within the four walls that enclose our 
editor’s office. He has now gone on-line 
and offers his e-mail address to anyone 
with access to GEnie, CompuServe, 
America Online and most other servers. 
Herr Honeywell can be e-mailed at the fol- 
lowing addresses: 

CompuServe: 75052,1672 

GEnie: 

75052.1672 @compuserve.com @INET# 
Internet, America Online, Delphi, etc.: 
75052.1672 @compuserve.com 

He'll try to get back to as much e-mail 
as he can, but answers may not be possi- 
ble in all cases. He will, however, read 
anything you mail him (as long as it isn't a 
transcribed version of War and Peace or 
anything by Faulkner). Comments, con- 
cerns, praise and complaints are all fair 
game. Just keep it clean, he’s a sensitive 
boy. 

You may never have heard of Ho Sung 
Pak, but if you've ever played Mortal 
Kombat in any of its myriad forms, you’ve 
probably seen him. In addition to being 
one of the guys in the turtle suits for the 
Teenage Mutant Ninja Turtles movies, 
Pak played Liu Kang in the arcade, home 
system and PC fighting hit. The problem 
is that he is now claiming that he never 
gave his permission to Acclaim, Sega of 
America or Nintendo to use his likeness 
in anything. In other words, they never 
had a contract signed with the man. He’s 
suing now, and asking for a huge chunk of 
change. It’s probable that all of the com- 
panies involved will say that Pak knew his 
likeness was going to be used in the 
game, but it seems absolutely staggering 
that no releases were signed. For the 
record, Ultratech, division of Hi Tech 
Entertainment, was not named in the 
Suit, probably because their contract was 
with Acclaim and not with the individual 
actors. Let this be a lesson to everyone. 
Contracts are your friend! 

lf you’ve gone to an arcade recently, 
you’ve undoubtedly seen (usually right 
next to the Mortal Kombat II machines) 
NBA Jam. It’s one of the hotter games on 
the market, both in the arcade and on 
some of the home video game systems. If 
you're a fan of this hoop title and dont 
play games on anything but a PC, take 
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heart. The aforementioned Hi Tech 
Expressions has garnered the NBA Jam 
license. Hopefully, Acclaim made enough 
money on this license to pay for its 
upcoming court costs regarding Mortal 
Kombat. It is also hoped that some play- 
ers might be changed, since trades have 
made playing Celtic Dominique Wilkens 
(nee L. A. Clipper) as a member of the 
Atlanta Hawks sort of moot. . .since no 
one else seems to be releasing their bas- 
ketball titles, hope for NBA Jam to hit the 
store shelves in the very near future. 
Maybe after all that soccer-mania dies 
CUL. «. 

Samsung, discovering that 
Commodore was closing shop, offered 
the paltry sum of $1.5 million for the whole 
company. This offer was wisely turned 
down, causing Amiga owners and users 
of the Video Toaster to breathe a little 
easier. Of course, it’s more than 
Commodore is getting otherwise. . . 

For years, the Mecca for software has 
been the West coast, but increasingly, the 
East coast has been more and more 
prevalent. Companies that exist on the 
Eastern seaboard include MicroProse, 
Gametek, Capstone, Legend Entertain- 
ment, Bethesda Softworks and a whole 
lot of others. As of now, the greater 
Washington D.C. area also includes 
Magnet Studios. The word is that the 
company will be working on PC and 3DO 
software, and rumors have leaked that a 
prominent software designer has jumped 
ship, and much like an iron filing, been 
drawn to Magnet. 

Fans of American Laser Games’ Mad 
Dog McCree will be pleased to note that 
the company is not only continuing to 
make games in the shooting vein (like 
Who Shot Johnny Rock), but is even 
returning to the old West. Look for ALG to 
release the sequel Mad Dog II: The Lost 
Gold on PC CD-ROM any day now. 

Is it just me, or does the fabled 
Information Super Highway seem to be 
badly hung up in construction? One would 
almost think the ISH designers worked for 
the Chicago area Dept. of Transporta- 
tion. 

CES, the long time convention mainstay 
of the computer and electronics industry, 
is getting some competition. The word is 


that another convention is being set up in 
the Los Angeles area and is scheduled to 
conflict directly with CES. Can you all say 
“oower play?” Sure, | knew that you could. 

A lot of companies have plans to make 
headsets and head-mounted displays for 
the upcoming swing toward virtual reality. 
While, at the moment, none of them are 
available yet, things to keep in mind when 
shopping for an HMD are: durability— 
using an HMD can be highly disconcert- 
ing, so the unit should be able to take the 
shock of being dropped in case you lose 
your balance; price—they will all be 
expensive, but some will be less than oth- 
ers; comfort—if possible, try it on before 
buying. Heavier HMD’s will hurt you even- 
tually, so go for the lighter ones. Also, 
make sure that the one you pick wont 
give you a headache. Finally, don’t forget 
the grooviness factor—make sure the 
headset you eventually pick looks 
really cool! At this point, it’s too early to 
recommend one, but we’ll be making 
those hard decisions in the months 
ahead. | sure hope that someone makes 
one that can be worn with glasses. . . 

SRS Labs, the creators of the self-titled 
sound technology that’s made the Nu 
Reality Vivid 3D such a treasure for 
audiophiles, have made some major 
announcements recently. Among these 
late-breaking headlines are reports that 
both Interplay and Spectrum HoloByte 
will be incorporating the company’s tech- 
nology into their new CD-ROM titles. 
Among the games looking to get an audio 
shot in the arm is SH’s Star Trek: The 
Next Generation—A Final Unity. Rep- 
resentatives of both Interplay and 
Spectrum HoloByte were all gushy in a 
recent SRS release, but seriously, the use 
of SRS sound technology will greatly 
enhance the gaming experience for the 
player by offering much more realistic 
sound. They’ve also signed a contract to 
include their sound toys in SMART 
Devices theater and cinema equipment. 
Finally, Jazz, Inc., the wonderful people 
who've brought you all those tasty com- 
puter speakers have also signed on with 
SRS. Far be it from us to offer financial 
advice, but SRS /s publicly-held. 

Finally, a non-computer gaming note: as 
this is written, the baseball strike is pend- 
ing. Obviously, as | write, | don’t know the 
outcome, or even if the strike will occur, 
but | have a suggestion. Let’s all pick a 
day next year, just one day, and boycott 
baseball. No matter what the resolution of 
any arbitration between players and own- 
ers, the people that really lose are you 
and me, the fan. Next year, let’s tell base- 
ball that we won't take it any more by let- 
ting them play in front of empty stadiums 
one day. See you next month. 
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GAMING 
| 


ow 6-8 weeks for your first issue 


ON A NEW SYSTEM... 


READERS WANT TO KNOW ASOUT ROLE-PLAYING CLASSIG 
AND TECH SUPPORT QUESTIONS ABOUND. 


Greetings and salutations to all mem- 
bers of the interactive avant-garde, inter- 
facing Infobahn insiders, Net nabobs on 
the nod—and the rest of us prosaic pil- 
grims in the programmable parade, point- 
ing past paradise, but besieged by bugs 
and bitter befuddlement. 

Geez, that’s the last time | set the 
Alliteration mode on this word processor 
Anyway, before we get down to the tradi- 
tional Q&A format, | want to correct a 
piece of misinformation from last issue’s 
column. As a result of last-day-at-CES 
mayhem and an apparent communica- 
tions breakdown between 3DO and the 
Doc, we had understood that the 3DO PC 
board would not only contain MPEG, but 
would be able to “share” that MPEG 
empowerment with the PC itself. This is 
incorrect. In fact, the 3DO board, at least 
in its initial rev, will not include MPEG 
capability. Sorry about that. 

Now, on with the show... 


Q: | have recently purchased a new 
system for the primary purpose of com- 
puter gaming. However, after being out of 
touch with the systems world for several 
years | now find myself uncertain as to the 
optimal configuration for my system.| 
would like to expand whatever unused 
graphics/processing potential it may have 
but | don’t want to shell out big bucks for 
upgrades that accomplish little or nothing 
due to internal bottlenecks. 

My system is a 486SX33 with 128k 
cache (upgradable), 4MB RAM, double- 
speed CD-ROM, Diamond Speed-star Pro 
VLB graphics accelerator (1MB RAM), 
Soundblaster compatible card and two 
speakers, DOS 6.2, Windows 3.11, 
245MB IDE hard drive. Graphics and pro- 
cessing speed are more important to me 
than sound is at this time.What 
changes/upgrades (if any) would help me 
get the most out of this system? 

Tom McClimans 
Caldwell, ID 


66 COMPUTER GAME REVIEW 


A: Okay, Tom, let’s take a hard, if cur- 
sory look at your system’s strengths and 
weaknesses, and offer whatever sugges- 
tions we can to improve it. 

First, the bad news; the SX33 is just not 
a very good platform. It’s almost impossi- 
ble to upgrade (it’s a motherboard thing). 
The SX33 can’t be significantly improved 
through DX Doubler or quadruple chips 
from Intel. 

On the up side, your graphics set-up is 
top notch, and doesn’t need to be 
improved. 

Memory-wise, you'll want to upgrade to 
8MB RAM, especially if you want to play 
those cool, new games from places like 
Origin. Load your drivers high to free up 
RAM. Also, check out local buses; you 
should be able to quadruple your drive 
speed through the use of an accelerator 
card for about $50. 

Good luck, my son. 


Q: Maybe |’m the last of the old-time 
gamers, but | long for an RPG with a good 
story. All the new ones stress pretty pic- 
tures but get boring quickly. Any word on 
a possible new Star-flight, Wasteland, or 
Sentinel world? 

Scott Muzurkiewicz 
Derby, NY 


A: Sorry, Scott, we haven’t heard any 
rumbles on those fronts. And, while the 
Doc doesn’t often recommend software— 
especially RPGs, which | don't play 
much—we’'ve heard excellent things 
about a shareware program, Stone Mist 2: 
Legend of the Overfiend, and, hey, maybe 
Wizardry VIII will arrive in ‘95. [ Editor's 
note: Interplay has commented on the 
possibility of a Wasteland II, but the 
chances of seeing it are slim, as it was 
created for the Apple II.] 


Q: | recently bought Aces of the Pacific 
by Dynamix. The package says you need 
4MB RAM, which | have. When | run it, it 


says | need 610KB of conventional mem- 
ory and 310KB of EMS. | have the EMS, 
but something is eating up all my conven- 
tional memory! The most | can get is 
578KB, and that’s with a clean boot off a 
boot disk. 
| have called Tech Support, and have 
failed. My question is, should | return the 
game, and buy QEMM Game Pack 2 (with 
Aces), or should | buy more memory? Any 
info would be appreciated. 
Chris Campbell 
Fairfax, VA 


A: Before we get to the technical issue, 
Chris, there’s something | must comment 
on. You state: “| have called Tech 
Support, and have failed.” Excuse me, 
Chris, but you didn’t fail. Whenever a user 
calls for product support from a software 
publisher and leaves the interaction with 
the problem still hanging fire, it’s tech sup- 
port that has failed. End of sermon. 

Now, as to your problem; it’s actually 
quite simple. Buying more memory will not 
increase your basic 640k of conventional 
memory. You hit on the real solution— 
pick up the QEMM Value Pack and you 
should be ready to take off immediately. 
Give ‘em hell, Chris! 


Q&A Quickies: We've made mention in 
recent columns of a fascinating product in 
development by Active Enterprises. 
Here’s the deal: Active has a peripheral 
that can run Sega Genesis games on a 
PC. Next, they plan on introducing an 
adapter which would permit Sega-CD 
games to be run on PC CD-ROM drives. 
Active also plans to introduce a SNES PC 
board and, eventually, a “Universal” 
adapter board, which could be pro- 
grammed to run several types of video 
games. 

The package includes the plug-in 
board, a cable capable of running a pair of 
video game controllers, and software for 
programming the board. 

This product is still somewhat up in the 
air, but as soon as it solidifies, we'll have 
further info. 

And that about finishes us off for this 
installment of Q&A. Remember also to 
send those Qs to: 

The Game Doctor (CGR), 
330 S Decatur, Suite 152, 
Las Vegas, NV 89107. 
Aloha! 
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Adventure games have been with us for as long as gaming. 
It's the way many of us (via Zork and the Great Underground 
Empire) started gaming in the first place. Now the adventure 
game has a whole new look and a whole new style of inter- 
face. 

In compiling the 35 games in this group of adventure and 
action/adventure games of the past year, we’ve had to think 
long and hard about what makes a game an adventure and 
what makes it an RPG. Also, we’ve had to distinguish 
between action games and action/adventure games. Suffice it 
to say that in general, action/adventures are games that do 
involve some amount of arcade element, but also involve puz- 
zles to solve, maps to uncover and places to explore. The 
games here run the gamut from almost straight action 
(Corridor 7, Doom), to a blend of action and adventure (Isle of 
the Dead), to pure point-and-click graphic adventure (Gabriel 
Knight, Kyrandia Il) to those with RPG elements (Quest for 
Glory IV, SLOH). There’s something here for every taste, with 
stories of science fiction, fantasy and horror. Enjoy this short 
walk down the last year of adventures. 


simon the Sorcerer 
: by Activision 

Feb., 1994 Kevin:74 Ted:69 Steve:64 Avg: 69 

Simon was the average youngster until one day a dog with 
a weird book in its mouth showed up on his doorstep. Now 
Simon is hopelessly trapped in a world he knows nothing 
about, with some magical abilities he’s not sure he wants to 
understand. More effectively armed with a sharp wit and an 
even sharper tongue, Simon finds himself more than a match 
for the critters inhabiting his new home. 
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The Terminator: Rampage 


by Bethesda Softworks 
Feb., 1994 Kevin:81 Ted:82 Steve:87 Avg: 83 


Humanity thought it had finally defeated SkyNet and its mili- 
tary machines, but the computers had left a trap. The scien- 
tists studying the Time Distortion Device found themselves 
trapped in a null-time zone. Outside of this, SkyNet reigned 
fy supreme. Now you must go back in time, to a place that 
f) existed long before human resistance. You must stop the 
machines from ever getting started in the first place. 
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The Return to Zork 
by Activision 
Nov., 1993 Kevin:89 Ted:89 Steve:87 Avg: 88 


Straight from one of the most famous and influential games 
ever created, the Return to Zork takes you back the the Great 
Underground Empire. Journey through a land once rich in 
magic, now lying in ruins. Visit exciting places you’ve encoun- 
tered in the past (like Flood Control Dam #3!) and meet new 
people. Anyone who’s been around gaming for any length of 
time will not want to miss this triumphant return. 


Blake Stone 


by Apogee 

May, 1994 Kevin:77 Ted:81 Steve:75 Avg: 78 

Wolfenstein 3D started a revolution in the computer gaming 
industry. Using that same engine, Blake Stone: Aliens of 
Gold tries to recapture the magic of running through corridors 
and shooting bad guys. This time, though, not everyone you 
see is an enemy. There are allies as well, and shooting them 
is a big mistake. 66 levels of furious action and paranoia are 
all yours for the exploring. 


Corridor 7 


by Capstone 
July, 1994 Kevin:83 Ted:87 Steve:89 Avg: 86 


In 2012 a team of scientists returns from Mars with an arti- | of 


fact. It's a great discovery, but it’s also certain death, since) 


fi the artifact is a gateway from another planet. These aliens iim 
| think Earth is ripe for conquest and they start pouring through ii 
a the rift. It's your job to get into that laboratory and stop them. Hi 


30 levels of excitement using the Wolfenstein 3D engine give | 
you as much action and exploration as you can handle. 


Discoveries of the Deep 


by Capstone 
Nov., 1993 Kevin:64 Ted:56 Steve:73 Avg: 64 


seven different expeditions to the bottom of the sea await 
you in Discoveries of the Deep. Explore this world beneath 
the waves as you Search for hidden treasure. Photograph the 
Titanic, clean up a nuclear waste site and look for the wreck- 
age of the infamous Flight 19. You'll need to be an expert 
pilot both on top of and underneath the waves if you hope to 
find what you are looking for and come back alive. 


The Horde 


by Crystal Dynamics 
June, 1994 Kevin:80 Ted:92 Steve:91 Avg: 8 


Chauncey was raised by a herd of benevolent cows, but 
this has not stopped him from learning his social graces. 
When he saves the life of the King, he is rewarded with a 
position. Of course, this position means that he has to 
increase the yield of some villages while fighting off the ten- 
der attentions of a famished, blood-thirsty horde of evil crea- 
tures! Action and strategy mesh in this game. 


Alone in the Dark 2 


by |*Motion 
May, 1994 Kevin:91 Ted:90 Steve:92 Avg:91 


Edward Carnby, the hero of Alone in the Dark, returns to 
investigate the disappearance of young Grace Saunders. The 
mystery leads Carnby to another haunted house, although 
that’s where the similarities end! The spirit of the evil pirate 
One-Eyed Jack has kidnapped the girl for his own nefarious 
ends. Now you must stop him by using force and guile. 


Dozens of characters and locations are included. 


Doom 
by id 

Apr., 1994 Kevin:94 Ted:92 Steve:90 Avg: 92 

It's a good thing certain traits are passed down through 
generations. The descendant of Wolfenstein 3D stud B. J. 
Blazkowicz has been thrust into a situation that seems like 
it's the very halls of Hades. Demons and other creatures are 
out for his blood. Armed with only a pistol (at least initially), 


you must charge down halls and rooms, searching for the 
root of all this evil. 


Crime City 


by Impressions/Micro Mysteries 
Sep., 1993 Alex:70 # Rick:68 Steve:72 Avg: 70 


It's bad enough that a heinous murder has been committed, 
s but when your father is framed for the crime, you've got to 
act. Using dear old dad’s detective equipment (‘cause that’s 
what he does for a living) you need to solve the case before 
he gets sent up the river. To fund your investigation, play the 


stock market. Crime City is designed more for gaming new- § 


comers, and experienced gamers may find it too simplistic. 


Star Trek: Judgement Rites 


by Interplay 


_ Mar., 1994. Kevin:86 Ted:90 Steve:84 Avg: 87 


Join the original cast and crew of the Starship Enterprise as 
they boldly go where no one has gone before. A number of 
things have started happening that do not make any sense. 


# Life readings from planets believed to be dead, primitive 


races possessing advanced technology and other incon- 
gruities have even the logical Spock perplexed. See if you 
can solve these mysteries in eight original missions. 
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Companions of Xanth 


by Legend Entertainment 
Dec., 1993 Kevin:90 Ted:89 Steve:87 Avg: 89 


Dug is a normal guy in what seems like a normal world, 
until a friend offers him a new computer game. Dug finds 
himself dragged into the world of Xanth where fantasy crea- 
tures run rampant and colossal puns abound. Now he must 
learn to believe in the magic of this world or the fate of Xanth 
will be short and highly unpleasant. Legend’s interface 
received a significant upgrade for this title. 


superhero League of Hoboken 


by Legend Entertainment 
Sep., 1994 Kevin:91 Ted:90 Steve:91 Avg:91 
After WWIII, a lot of things changed. The area around New 
York City became a flooded wasteland filled with dire crea- 
tures. It also filled up with all manner of superheros, each 
with unique and strange powers. You, as the Crimson Tape 
(able to make organizational charts), must lead this ragtag 


bunch of social misfits as you seek to save New Jersey from 
the ravages of the evil Dr. Entropy. 
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Isle of the Dead 
by Merit 
Mar., 1994 Kevin:88 Ted:86 Steve:89 Avg: 88 


Crash landing on an island usually isn’t that great, but land- 
ing on an island full of flesh-eating zombies is a real night- 


mare! Made in the spirit of B-movies from the 50’s, Isle of the | 
Dead features gruesome death scenes, native villagers, af : 
mad scientist and even a damsel in distress. Run through the oo 
combat sequences in a Doom-like engine, then switch to a ji 


standard adventure game interface for other portions of play. 


Gateway 2 


by Legend Entertainment 
Oct., 1993 Alex:89 Mike:85 Steve:91 Avg: 88 


Humankind continues to expand throughout the galaxy, 
thanks to the Heechee artifacts. Suddenly, a huge relic 
appears near the Earth. No one knows what it is or its pur- 
pose, but the Gateway Corporation has contacted you and 
has asked you to investigate. A new religious sect now wish- 
es you dead, since they hold the object sacred. Act is if your 
life depended on it—it does! 


Sam & Max Hit the Road 


by LucasArts 
Dec., 1993 Kevin:96 Ted:96 Steve:92 Avg:94 
Sam and Max are no ordinary dog and rabbit-like team. 
They're the freelance police, no job too tough, no property i 
damage too expensive. They’ve been given the case of track- J 
ing down the missing bigfoot at a carnival. This strange 
premise leads to a stranger game filled with the offbeat sensi- 


bilities of Sam & Max creator Steve Purcell. Non-stop humor 
and a great plot make this game one of the year’s finest. 


Kronolog 


by Merit/Castleworks 
Dec., 1993 Kevin:82 Ted:63 Steve:85 Avg: 77 
In the future, the world is run by Nazis. How did this hap- 
pen? It seems a fascist went back in time, giving Hitler the J 
technology he needed to win the war. Now, the fate of the 


Earth is at stake. As Mark Hoffman, you hold the key to : 
y rewriting the history books. Your son is missing and you are oe 
under suspicion. Act quickly or you will not be able to act at iim 
Ball. 


Dragonsphere 


by MicroProse 
Mar., 1994 Kevin:91 Ted:84 Steve:82 Avg: 86 


Callash, the new King of Cran Callach, refuses to wear the 
crown until the kingdom is safe from the awakening threat of 
Sanwe, a magician of great power and evil. As Callash, you 
must journey this land and meet its peoples in you effort to 
stop Sanwe. You have only a limited amount of time before 
Sanwe awakens and causes havoc on your world. Act wisely 
and you will succeed. 


Pirates! Gold 


by MicroProse 
Sep., 1993 Alex:89 Rick:93 Steve:75 Avg: 85 


Years ago, pirates ruled the seas, trading their lives and 
their souls for the lure of gold and conquest. Now it’s time for 
you to join them on a swashbuckling adventure through the 
high seas. Attack other ships in search of booty and lead 
your men to greater and greater riches. Along the way, you 
may be called upon to help your nation of birth in a war or 
two, unless you've decided to offer fealty to no one! 


Inherit the Earth 


by New World Computing 
July, 1994 Kevin:86 Ted:84 Steve:85 Avg: 85 


Mm =Humans have left Earth. Where they went, no Morph fim 
§ Knows, but their legacy has been passed down to the animals fa 
of the world. Humans taught the animals to think, to speak, to & 


m learn before leaving. In this world lives Rif, a fox of many abil- 
ities. When a magical orb is missing, suspicion falls on him, 


due to the crafty reputation foxes carry. Now he must journey @ 


forth to find the orb and clear his name. 


The Legacy 


by MicroProse 
Sep., 1993 Alex:71 Rick:66 Steve:65 Avg: 67 


The evil masters of a haunted house have been planning 
for decades. Now, bent on unleashing their hatred toward the 
living, they find only you, the new inhabitant. The twisted, 
misshapen servants of evil will wish to destroy you, so you 
must kill or be killed. As you explore the house, you must 
uncover the way to prevent these minions from exacting their 
revenge on a unsuspecting world. 


The Return of the Phantom 


by MicroProse 
Sep., 1993 Alex:87 Rick:88 Steve:74 Avg: 83 


At the opening of the opera Don Juan Triumphant, written 
by the legendary Phantom of the Opera, a huge chandelier 
falls from the ceiling on the audience. As the local detective 


present, it is up to you to uncover the crime. As you investi- 
gate, you see that this crime appears to be a copycat of the 
real Phantom. But evidence suggests that this act was com- 
mitted by the ghost of the Phantom. . . 


tee 


Innocent Until Caught 
by Psygnosis 

Jan., 1994 Kevin:76 Ted:75 Steve:72 Avg:74 

Jack T. Ladd, bon vivant, raconteur and thief is in deep 
trouble. The IRS has finally caught up with him, and the 
amount of back taxes he owes would cripple King Midas. 
Now he’s got only 28 days to cough up the cash or the IRS 
will sell off his internal organs to make up the difference. 


fe Skim the seamy underside of several planets, a cloud city 
Se and at least four bars. 
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Bram Stoker’s Dracula 
by Psygnosis 
Dec., 1993 Kevin:63  Ted:62 Steve:65 Avg: 63 


The horrors of undead life have not left the memory of 
Jonathan Harker, and unfortunately, neither have the realities 
of it! He continues his hunt for the king of all vampires, and 
this time, the search has led to Dracula’s castle. The Count 
has scattered coffins throughout these labyrinths and mazes, 
and Harker must find and destroy them. Be warned: this 
game has little to do with Stoker’s book or the movie. 


Severed Heads 


by R.A.W: Entertainment 


Oct., 1993 Alex:50 Mike:51 Steve:70 Avg: 58 


In 2255, Biotech Laboratories has successfully discovered 
a new technique combining cloning and cryogenic research. 
However, some drawbacks have been experienced. The drug 
used to reanimate tissue causes some patients to break out 
in extreme fits of rage, and since its introduction, crime and 
murder rates have skyrocketed. You take on the role of a nar- 
cotics agent looking for answers. 


Arctic Baron 


by ReadySoft/Silmarils 
June, 1994 Kevin:81 Ted:83 Steve:77 Avg: 80 


A new Ice Age has descended on Mankind. Civilization now 
exists as enclaves of people sheltering from the cold. These 
cities and towns are connected by rail, upon which ride huge 
trains. On the tundra, packs of wolves hunt for wooly mam- 
moth. The Viking Corporation rules all. All, that is, except for 
you and your train. You, with the pride of Viking’s fleet, must 
free the land from their corporate oppression. 
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Dracula in London 


by SDJ Enterprises 
Dec., 1993 Kevin:75 Ted:33 Steve:60 Avg: 56 
: Count Dracula has begun his reign of terror in London. 


Only a select few know about the plans of the count, and it is 
up to them to stop him. Dracula in London is based heavily 


fg on the novel by Bram Stoker in the creation of its characters 
Wand locations. You must decide where to search and who to . 
| question to determine the Count’s next move. Only you have fi 


a the power and knowledge to stop him. 


Robinson’s Requiem 


by ReadySoft/Silmarils 


Sep., 1994 -Kevin:85 Ted:85 Steve:82 Avg: 84 


You have crash-landed on a remote planet, courtesy of 
Earth’s secret police. With you are several members of your 


# team, but most are either unfriendly or downright murderous. 


You must successfully explore several areas of this hostile 
world, including caves, swamps and jungles, gathering the 
supplies to both keep you alive and get you off this world. & 
And watch out for the native denizens... | 


Gabriel Knight 


by Sierra On-Line 


Apr., 1994 Kevin:93 Ted:91 Steve:90 Avg:91 


On the streets of New Orleans, a new horror awakens. 
Murders with traces of voodoo magic have been committed. f 


Ba The police are baffled. You, as bookstore owner and disgrun- 
4 tled novelist Gabriel Knight, undertake the task of solving the iia 

crimes. The people of New Orleans are friendly enough, but J 
m many seem to be hiding something. Can you discover the fi 

j truth before you end up the next victim? 


Leisure Suit Larry 6 
by Sierra On-Line 


Feb., 1994 Kevin:86 Ted:86 Steve:83 Avg: 85 


Larry Laffer is the ultimate loser when it comes to women. 
The hit television show Stallions has sent this blast from the 
past to the posh resort La Costa Lotta where he meets some 
of the most beautiful women he’s ever seen. Each of them 
wants something that only Larry can provide, and they will 
provide Larry with experiences he’ll never forget. He may 
even have to engage in (gasp) meaningful conversation! 


Leisure Suit Larry t 


Police Quest IV 


by Sierra On-Line 
Feb., 1994 Kevin:79 Ted:73 Steve:78 Avg:77 


Step outside the boundaries of the law in this game and 
you may do more than just lose your job! Your partner has 
been brutally murdered and dumped in an alley. Now you 
need to investigate his death. You have to act fast to catch 
the killer before he (or she) strikes again, but you also need 
to follow strict police procedure. This game was designed in 
part with input from former LAPD chief Daryl! Gates. 


Al-Qadim 


by Strategic Simulations 
July, 1994 Kevin:84 Ted:85 Steve:82 Avg: 84 
™ In this world, magic is a fact of nature, and the way it is 


Me often wielded is through the power of genies. While this is 


often used for the good of many, it is also used for ill. It 


seems that your family’s genie has wrecked a ship. While this @ 
fee WOUld normally be bad enough, this ship contained your § a 
fee future bride. You must now journey through this land and ii 


clear the name and honor of your family. 
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Lost in Time 


by Sierra On-Line/Coktel Vision 


Ted: 82 Steve:75 Avg: 80 


You've seen a thief from the future commit a crime in the 
present. Now you need to race across the face of time itself 
in order to stop him. You'll battle evil, not with muscle and 
weaponry but with guile, imagination and intelligence. Lost in 
Time offers intriguing questions and puzzles as you explore 
30 different scenes ranging from France to the Caribbean. A 


point-and-click interface makes playing a breeze. 


Quest for Glory IV 


by Sierra On-Line 


Mar., 1994 Kevin:83 Ted:67 Steve:76 Avg:75 


In Quest for Glory IV: Shadows of Darkness you will 
encounter a world in dire need of a hero. Since that’s your 
occupation anyway, you sign on for the job. Mordavia is a 


nightmare world where garlic hangs on windows, people fear 
the evil eye and hunchbacks hang around everywhere. Only 
you have the power, ability and intestinal fortitude to stand up 
to this evil and put it in its place. 


Genes, RAIS 


Kyrandia 2: The Hand of Fate 
by Virgin Games 

Feb., 1994 Kevin:72 Ted:69 Steve:74 Avg: 72 
The magical land of Kyrandia is disappearing piece by 

piece. You, as Zanthia, must do your best to prevent it from 

going away completely. To do this, you must travel to the 

center of the world and return with the Anchor Stone. From 

the outset, the quest seems cursed, what with the house ran- 


fee Sacked and your magical stores destroyed. Rebuild your sup- 
ma plies quickly or Kyrandia will fade to nothingness. 
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pu tT rHaT’s LIFE. 


* The Gorene Empire is at war with ae Alien Alliance. The ally wig choose and 
the battle strategy you devise will determine who controls the Ascalon Rift. 


< Choose your ally from either of opposing sides. Fly eleven different ships 
loaded with weaponry. Depart for over 100 varying missions. Then a 
sides for unparalleled replayability. 


‘ Plot strategies. orchestrate battles, fly stealth missions. and conquer 
territories, with full combat inside nebulas and asteroid fields. 


SV 
7. 


* Riveting hyper-realistic 3-D graphics, with fully texture-mapped . 
ships. on-the-fly translucency. Gouraud and Phong shading. 
arid cinematic multimedia videos. ; 


7< Driving music, searing sound effects and, on the 
CD-ROM version, fully ate ters speech delivered by 
professional actors. | | 


Distributed by A 
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VENTURE INTO THE FRACTAL 
TEXTURED REALM OF THE 
LORDS OF MIDNIGHT. 


COMMAND TWO DOZEN CHARACTERS AND ENTIRE ARMIES 
IN A QUEST TO FREE LUXOR FROM THE EVIL CLUTCHES OF 


BorOTH THE WOLFHEART. 


Prince Morkin leads the charge to res- 
cue his father Luxor from the dungeons of 
the Black Citadel. Boroth the Wolfheart 
has treacherously scattered the lands with 
evil minions in an attempt to stop Prince 
Morkin and the other Lords of Midnight. 
Take command of Prince Morkin’s party 
and challenge Boroth in Domark’s Lords 
of Midnight, a fantasy role-playing game 
with several unique approaches to the 
genre. 

The Lands of Midnight are displayed in 
3-D texture-mapped backgrounds, cover- 
ing an enormous area. In fact, for a char- 
acter to walk across the game area would 
take many hours in real time. Instead of 
storing a stock landscape, Lords of 


rs 
oe 


Lords of Midnight 
by Domark 


Game Summary 

Save an imprisoned king from the 
dungeons of the Black Citadel in a 
first-person perspective, real-time 3- 
D role-playing game featuring up to 
twenty-four player characters, each 
with the artificial intelligence and will 
to continue adventuring with or with- 
out the player’s direct intervention 
and attention. 


_ Requirements: 386/33 or better, VGA 
2 Meg RAM 


Sound Support: Most major sound cards 


Theme Role-playing 
Release Date 3rd Quarter, ‘94 
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Midnight fractally generates the landscape 
in real time as the player crosses it. 
Rivers, mountains and woods are just a 
few of the terrain types the characters 
(each fully animated in 3-D) can journey 
across. Players can also watch the sea- 
sons change in accordance to the real 
world; the game reads the actual date of 


Atmanac 


«Bestiary  — 


Wrought long ago by the 

dwa ae paths of the Long 
Mountains and forged with 
dragonsfire Slormblade ts a 
weapon of great power, 


The warrier who wields 

Stormblade is tireless in 
baltle whilst his foes will 
with sach blow. > 
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play (from the player’s hard drive) and 
computes the seasons from that. Lords of 
Midnight can also use this real-time fea- 
ture in other ways—players who do not 
play for three real days, for example, can 
have the game let those three days pass 
while the characters continue on their cur- 
rent missions. 

This artificial intelligence aspect is cru- 
cial to the progress of the game. The play- 
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- Dragonmoon 


Elmday 
Ashday 
Oakday 
Willowday 
Birchday 
Cedarday 


Pineday 


er can eventually control up to twenty-four 
characters, which could be a control night- 
mare. But Lords of Midnight endows each 
character with independent decision-mak- 
ing capabilities. These characters can be 
grouped in up to four parties. These par- 
ties can be monitored simultaneously or 
individually by the player; each can have 
its own goal and will actively work to com- 


plete it. The player makes the always- 
changeable decision on whether to moni- 
tor a specific character or not. When a 
character is in trouble or needs help, the 
player can assign additional forces to res- 
cue or otherwise aid them. Obviously, this 
variety of character actions and goals 
leads to a highly non-linear storyline. 
Characters can use a variety of meth- 
ods when traveling across the map, from 
the prosaic walking to the rather more ele- 
gant dragonback. The map is maintained 
in real-time as well, with course-plotting 
obtainable through a simple point-and- 
click interface. 
pa Since the player is likely not as familiar 
8, with the world of Lords of Midnight as the 
. characters will be, a full almanac and bes- 
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Pie am ; disarmed: My Fmisoyd was 


i peken bul three days agoand my tiary is available to fill in those critical 
! Journey vs portlous. 4 gaps. Creature legends and wild tales of 
° EGP AS GS Ae ek EES magical items may well prove useful. 


sess All these features are, of course, sub- 
sidiary to the full fantasy role-playing sto- 
ryline of Lords of Midnight. The characters 
must bring battle against Boroth’s minions 
in both indoor and outdoor venues. 
Victory may well hinge upon the ability to 
convert enemy warriors to the proper 
cause. Characters may lead entire armies 
across the lands, and starting full wars as 
well as the smaller armed clashes. Luxor 
needs rescue, and only you can lead the 
Lords of Midnight to rescue him. 
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A Cussic GAME 


TO THE PC... 


DYNAMIX GIVES THE ORIGINAL Lope RUNNER QUITE A BIT 
MORE THAN JUST A NEW COAT OF PAINT. . .LIKE NEW 
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The 


Anyone who played computer games in 
1982 remembers the classic Lode 
Runner. In this game, the player climbed 
ladders and ran through vertical mazes 
looking for treasure. Trying to stop him 
were the Monks of the Bungeling Empire, 
whose very touch would slay our hero. His 
only defenses were his speed and his 
ability to dig pits in which to trap the 
monks. Level after level, Lode Runner got 


Lode Runner: 


The Legend Returns 
by Dynamix 


Game Summary 

The classic action game from the 
early 1980s is back with an entirely 
new look, new levels and new pow- 
ers. Run through 150 levels, looking 
for treasure and avoid the Mad 
Monks of the Bungeling Empire. 
Relive all those hours spent trying to 
finish the original game. 


Requirements: 386 or better, VGA, 
a 2MB RAM (4MB for CD 


Release Date 4th Quarter, ‘94 
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more diabolical and required greater 


nerves and guts. People lost hours and 
days playing this game. Just when you 
thought you'd given up that Lode Runner 
addiction. . .it’s back! 

Dynamix presents Lode Runner: The 
Legend Returns. Using the same style of 
arcade action that was featured in the 
original Lode Runner, this new game con- 
tains all-new levels that take place on ten 
different worlds, new powers for the hero 
and (as should be obvious) dramatically 
improved graphics. 

You play as a bounty hunter questing 
through the Bungeling Empire, trying to 


PEEERE 


take gold stolen by the Mad Monks. They 
don't take to kindly to someone stealing 
the gold they stole themselves, so they 
come after you with a vengeance. You 
Start with just your laser pistol, which 
won't hurt the monks. It will, however, dig 
a pit for them to fall into, allowing you to 
run over them. As you progress, you will 
need to find the tools that will help you 
make it through all 150 levels. 

More than just an action game, the new 
Lode Runner will require you to think on 
your feet, since many of the levels have 
only one possible solution or must be 
solved within a set of parameters. Better 
hope your gut instinct works, because you 
won't always get the chance for a second 
attempt. 

Like the original Lode Runner, this 
quantum upgrade features a level builder 
that will allow the user to create his or her 
own, entirely new levels. While the origi- 
nal levels are not included, it remains only 
a matter of time before someone rebuilds 
them all! 


GET THE COMPLETE PICTURE: 


STATE OF THE ART REPORT: SIIES » PARK PLACE: WAS IT RAID OR RESCUE? + GUIDE TO DIGITAL COMBAT 


ELECTRONIC 


Serious gamers need a serious magazine like THE MAGAZINE OF INTERACTIVE EXPERIENCES 
ELECTRONIC GAMES! VOLUME 2, ISSUE 7 


No one beats Electronic Games' coverage of THE NEW LOOK OF GAMING 


‘ ARE REVOLUTIONARY GRAPHICS CHANGING GAMES FOR BETTER OR WORSE? 
every platform from portables to coin-ops. — 


ELECTRONIC GAMES ' critics rely on years of fo eee re 
playing experience and hands-on game design | 7 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 


Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 
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JOIN THE RANKS OF TOM 
CRUISE, PAUL NEWMAN AND 


Bit EwuorT. 


IF YOU’VE EVER WANTED TO COMPETE IN THE NASCAR 
CIRCUIT WITHOUT LEAVING THE COMFORT OF YOUR DESK, 
PAPYRUS HAS A GAME FOR YOU. 


Traffic jams got you frustrated? Tired of 
country roads with 30 m.p.h. speed limits 


NASCAR Racing 
by Papyrus 


Game Summary 
Race authentic NASCARs in the 
Winston Cup using an upgraded ver- 
sion of the IndyCar engine. Fiddle 
with just about anything alterable on 
the car and test it out. Zoom around 
nine authentic tracks, each just 
about as detailed as possible. Race 
against authentic NASCAR drivers 
and teams. Go really fast. 

386/33, 4MB RAM 

____ (8 MB for CD-ROM) 
Most major sound cards 


Requirements: 


Sound Support: 


Available for: PG and compatibles 
Designed by: ; Papyrus 


Virgin Interactive 


simulation 


Release Date 4th Quarter, ‘94 
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for no apparent reason? Trade it all in for 
smooth oval tracks and 680 horses thun- 
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dering under your hood. The people that 
brought you the award-winning IndyCar 
Racing have trained that powerful engine 
on a new style of racing: NASCAR. _ : 

Papyrus' proprietary 3-D Super Texture 
technology produces real-time 3-D poly- 
gon graphics with near-TV speed and 
clarity. The CD-ROM version of NASCAR 
Racing will up the graphics ante even 
more with high-resolution SVGA graphics. 
Both versions highlight the actual paint 
schemes and decals of real NASCARs 
and trackside billboards. 

This approach to realism will not stop at 
graphics. Nine actual NASCAR racetracks 
will be featured (completely rendered 
down to the color of the infield grass), with 
actual NASCAR drivers competing with 
the player to win the NASCAR Winston 
Cup Series. While beginners will be able 
to select from various pre-tested car 
setups, experienced racers can experi- 
ment with rear spoiler angles, tire type 
and pressure, suspension stiffness, gear 
ratios and more. Any player may wish to 
make use of the extensive race car paint 
kit; this will allow the duplication of favorite 
cars, the updating of colors and decals, or 
simply throwing together a completely 
new color scheme. 


will affect the performance of the car in 
- car-handling and top speeds. Pick new 
settings in the pit, or hunker down in the 


To help ease them into the fast world of 
powerful racing, the beginner can utilize 
training options like auto shifting and auto 
braking. Experts can eschew these 
options and wrestle with the decisions real 
racers have to make. Each change made 


garage to really play with the fundamen- 
tals of the car. 

Make those decisions wrong and you'll 
see how detailed and realistic the stock 
car crashes are. Parts may fly off in wild 
directions. Smoke and flames will billow 
out of the unlucky cars. Driveable cars 
will, of course, attempt to stay in the race, 
trying to limp to a spectacular finish. All 
this stems from the detailed car handling 
model, which continuously calculates the 
Newtonian physics underlying car behav- 


ior, including factors for speed, engine 


setups, tire temperatures, track bank and > 


grade and more. 

NASCAR Racing will be dedicated to 
the realism of more than just the cars. 
Camera angles for action are modeled 
after the actual ones used in television 
coverage; colors and fonts are likewise 
familiar ones. Digitized engine sounds will 
compete with actual skidding and pit 
sounds, complete with stereo panning. 


0.0.P.'s Strategies of the Month 


***Tf you have just purchased Grandest Fleet you may notice that the size of the 


Fea cities that the computer player has are growing at nearly the start of the game. 


It seems that the computer is given an edge. 
can take tech and resources to build up your cities. 
sharp computer opponent. oe 
the British is destroy those two grand battleships. 
they'll decimate your fleet. 
of Suriago Strait" 


as long as possible with subs and cruisers. 


Bridge 


Well you can do the same thing. You 
So, go for it, 
In the "Bismarck-Tirpitz" connection" battle, 


and out produce your 
the key for 


If they survive with support ships 
Subs and carriers should do the trick. 
, the Japanese side should drive up the right side to 
the majority of their forces to command a victory. At the same time hold into "Cebu" 


"Battle 
'Yacionan with 
for 
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***I'm(Bruce Williams Z.) totally addicted to this game - not ee a bridge 
master this game presents a significant challenge to me. 
or even thinking about learning bridge you'll love Bridge Olympiad. 


If you enjoy Bridge 
Lt Ss. Nara 


to give bidding tips or general strategies in this monthly column for Bridge 


Bridge is so wide open to suggestions on play. 


that you will agree. 
The ***Play all battles, 
Pure computer player. He's tough. 


consideration. Player mode, tactics, 
casualty rate, all play a somewhat equal part in winning. 
that wargamers will have a feast with. 
***Soon to be released!!! 
Ge also delay in shipping. 
a2 - importance in blasting those pesky enemy artillery. 
| are like moving — And | so much more. 
_ | sheer See 


We can't wait to get this to you folks. 


The game is great and we think 


both sides, to really get the feeling of how to beat the 
All things in strategies should be taken into 
grand strategies, 


Victory points, 


A wonderfully simple game 


The artificial intelligence is our big challenge and 
The new aircraft and airports will be of significant 


The elephant tanks in PGII 
cS 


See THE WORLD, MEET NEW 


AND INTERESTING PEOPLE 


AND KILL THEM... 


IMPRESSIONS’ HiGH Seas TRADER OFFERS YOU A LIFE OF 
PIRACY THAT INVOLVES A COMPUTER, BUT WON’T GET YOU 


IN TROUBLE WITH THE FEDS. 


The 17th century was a time of great 
economic growth and political maneuver- 
ing. The colonies of the New World were 
finally beginning to show some profit for 
the Old World nations that had sponsored 
them. As wealth grew, so did greed; that 
wealth brought power as well as comfort- 
able living. High Seas Trader from 
Impressions will challenge you to take 
advantage of this era of bounty. 

Build a merchant fleet and capture trad- 
ing routes worldwide. Develop new trad- 
ing routes for maximum profit, then 
defend them against all comers. Plunder 
struggling colonies or simply exploit them 


Pane Selested iH 


Havavua 
Tationality 4 
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Debacee 


‘Event | | 
Price Way 


High Seas Trader 


by Impressions 


Game Summary 

Build and maintain a merchant 
fleet and sail the seas of the 17th 
century for profit. Develop and 
defend trade routes, or simply steal 
them from others. Sail your fleet 
from a first-person perspective or let 
the autopilot do the navigating. Haul 
Cargo and passengers between 120 
worldwide ports. 


Requirements: VGA, 2MB RAM 
386 or better 
Sound Support: Most major sound cards 


' Available for: 


Release Date 3rd Quarter, ‘94 
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mercilessly. Carry cargo and passengers 
between 120 ports of call. When combat 
occurs, sink the enemy ships at a dis- 
tance or board and capture them to add 
them to your fleet. 

Sail from a first-person perspective 
either by hand or by using the autopilot. 
Six types of ships and three types of crew 
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and personalities are modeled. Use the 
telescope and other navigational aids like 
a charthouse and helmsmen. Maintain 
and repair your ships. Watch out for foul 
weather, the bane of all sailing ships—you 
don’t want all your hard-earned cash to 
end up at the bottom of the Atlantic. 
Combine strategy, sailing, combat, plun- 
der and adventure on your way to wealth 
and power on the high seas. 


‘STAR’ TRAIL: 
REALMS OF 
ARKANIA’ In a 
world rife with peril, 
your destiny seems 
uncertain: an an- 
cient feud fueled by 
a millennia of ha- 
tred. Choose 
wisely for the fate 
of Arkania is in 
your hands. Fea- 
tures smooth- 
scrolling 3D move- 
ment, fully ani- 


mated combat, 
and over 350 
weapons. $41 


‘LOVE BITES’ Twelve dropdead gorgeous creatures that 
are hunger driven by animal instinct with only one de- 
sire, to quench their thirst. Offers menu driven interac- 
tion, complete user friendly interface and full motion. $26 


‘ACROSS THE 
RHINE’ Control 
history's famous 
tanks or entire 
companies & expe- 
rience the fierce 
combat & tough de- 
cisions that gripped 
WWII tank com- 
manders. Offers 
multiple command 
levels, texture 
mapped objects, 
and 3D graphics. 
Blast your way 
through enemy 
units across war- 
tornEurope. $48 


‘FRONT PAGE 
SPORTS BASE- 
BALL’ Brings you 
all the 1994 Major 
League Baseball 
Players. With over 
500 statistics per 
player, you'll have 
all the information 
you need to man- 
age your team. De- 
velop you own 
team dynamics 
and work with 
your favorite play- 
ers. View replays 
with VCR-like con- 
trols. $44 


‘WING COM- 
MANODER 
ARMANDA’ After 
years of following 
orders, you are 
now the sole com- 
mander, respon- 
sible for heading 
up a strike against 
your enemy. Pit 
yourself against 
a friend or fly 
with an_= ally 
against the com- 
puter via modem. 
Explore, fortify 
and mine up to 
2,000 planets. $48 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Tegel's Mercenaries 5.25, Command 
HQ 5.25, F15 SE 2 5.25, M1 Tank Platoon 3.5, Megatraveller 
Zhodani 5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 


Acoustic Research P570 $319 
Advanced Gravis Ultrasd $129 
Altec ACS 50 Speakers $79 


Auto Cockpit $169 
Cyberman $79 
Flight Cockpit $219 
Flight Stick Pro $57 


Gravis Anolog Pro Joystick $34 
Labtec CS-1200 Speakers $84 
Labtec CS-700 Speakers $32 
MS FI Sm 5 Grvs Pro Jysk $56 
NEC 3XI Internal CD Driv $459 
PC Virtual Golf Club $129 
Pilot Control Stand $19 
Pro Aud Spectrm 16 Bsc $104 
Reel Magic CD Upgrade $599 
Reel Magic Lite $289 
Reel Magic Video Upgrd $359 
SBlaster 16 MCD (ASP) $179 
Sound Blaster Deluxe $79 
Sound Blaster Pro Value $85 
Snd Galaxy BX2 WSpkrs_ $49 
SoundMan 16 $99 
Teac Super Quad CD Dr $459 
Thrustmaster Driving Sys $111 
Thrustm FCS Pro UPROM $14 
Thrustmaster FLC Sys $119 
Thrustmaster Game Card $25 
Thrustmaster Rudder Sys $99 
Thrustmst WCS2 UPROM $14 


Universal Cockpit $219 
VFX 1 Virt Reality Hdgear $949 
Virtual Pilot Pro $84 
Vivid 3D Plus Sound $89 
Vivid 3D Sound $59 


Aegis: Guardn of Fleet CD $53 


Blue & The Gray CD $39 
Carrier Strike $39 
Fields of Glory $37 
Fifth Fleet CD $39 
Napoleonics $34 
Panzer General CD $39 
Road Sumter to Appomtox $45 
Task Force 1942 $36 
Victory at Sea $43 


7th Guest 2:11th Hour CD $54 
Alone in the Dark 2 CD $41 


Bioforge CD $54 
Blood Society CD $34 
Brain Dead 13 CD $35 
Buccaneers CD $48 


Cadillacs & Dinosaurs CD $46 
Castle Wolfenstein CD $42 
Companions of Xanth CD $33 


Creature Shock CD $48 
Cyberia CD $46 
Dark Forces CD $48 
Darkseed 2 $42 


Day of the TentacleCD $42 
Doom 2: Hell on Earth CD $45 


Dragonsphere CD $48 
Dune CD $49 
Epic $32 
Fortress of Dr. Radiaki $48 
Full Throttle CD $42 
Gabriel Knight $39 


Gateway Collect 1&2 CD $36 
Hand of Fate CD (LEGEK) $39 


Horde $44 
In Extremus $42 
lron Helix CD $56 
Jagged Alliance $48 
Jonny Quest $26 
Journeyman Project 2 CD $52 
Jurassic Park $36 


King’s Qust 7 CD DOSWIN$49 
Kronolog : Nazi Paradox $36 
Legend of Kyrandia3 CD $39 


Loadstar CD $38 
Myst CD $46 
Noctropolis CD $52 
Out of this World 2 CD $45 
Police Quest 4 CD $39 
Quest for Glory 4 CD $44 
Robinson's Requiem CD $35 
Robot City CD $48 


Space Ship Brainlock CD $49 
Star Trek 25 Annivrsry CD $54 
Star Trk TNG Collct Ed CD $79 
Star Trk: Str Fleet Acad CD$52 


Trance Mission CD $36 
Tubular Worlds $36 
Virtual Vegas CD $24 
Zombie Dino CD $41 


All Character Editors $16 
ADD Collectors Edition3 $19 
Al-Qadim CD $39 
Arborea Journy Inner Snct $34 
Arena: Elder Scrolls $39 
Blackmoore CD $46 
Blackthorne $37 
Bloodstone $27 
Cobra Mission $33 
Cyber Space CD $38 
CyberJudas CD $48 
Cyclones $46 
Daemonsgate CD $19 
Dark Sun $47 
Demon Hunter $42 
Dungeon Hack CD $39 


Dungeon Master 2 CD $48 
Eye of the Beholder 3 CD $42 
Hexx: Heresy of Wizard $32 
Hunters of Ralk CD $54 
Kingdoms Far Reaches CD$44 
Knights Xentar CD PG 13 $48 
Knight Xentar NR 18 Upgrd $5 
Legacy: Realm Of Terror $39 
Lordofthe Rings2CD $38 
Lords of Midnight CD $44 


Masters of Magic CD $48 
Menzoberranzan $39 
Might & Magic 5 $36 
Pirates Gold $39 
Protostar $39 
Ravenloft:Strahd’s Possen $48 
Red Crystal $21 
Return to Ringworld CD $48 
Riftwar Legacy CD $23 
Shadow Caster CD $45 
Skyrims Jorne: Alien Logic $48 
Star Trail CD $47 


Star Trk Deep Space 9 CD $52 
Startrek Next Genertn CD $56 


Stonekeep CD $46 
Sword of China $42 
Syndicate Plus CD $41 
Ultima 7 Series CD $42 
Ultima 8 CD w speech pk $47 
Ultima 8: Pagan $47 
Ultima Undrwrld 1&2CD $32 
Witch World $42 
World of Xeen CD $40 


Aces of the Deep CD $47 
Aces of the Pacific CD $39 
Aces over Europe CD $39 
Across the Rhine $48 
Air Combat Pacific 1942 $45 
Army Air Corps: 1942 $48 
B17 Fly FortwSS2CD $37 


Battlecruiser 3000 $44 
Descent CD $48 
F15 Strike Eagle 3 CD $48 
FA 18 Hornet CD $54 
Falcon 4.0 $59 
Fast Attack CD $48 
Fleet Defender CD $48 
Flight $52 
Flight Sim Toolkit CD $54 
Flight Unlimited CD $48 
Flying Circus $39 
Great Naval Battles 2 CD $42 
H.A.W.C. $32 
Harrier Assault SVGA CD $44 
Hell CD $48 
Indy Car Racing Add On 1 $22 
Jetfighter 3 $44 
Mech Commander $38 
Metaltech 2: Earthsige CD $47 
Mig 29 Gold CD $49 
Nascar Racing $39 


Operation Airstorm CD $42 
Pacific Strike wSpeech CD $48 
Pheonix Fighter CD $48 
Privteer Special Opertns 2 $22 
Red Brn A10 Tank Killr CD $39 
Renegade $39 
Sea Wolf DOS or CD $44 
Simcity Clsc Graph. 1&2 $14 
Space Clipper $42 
Star Crusader CD $48 
Strike Commd Spc Oper 1 $22 
Sub Battle Simulator 2 $39 
TFX CD $39 
Tie Fighter Msn Dsk tor 2 $24 
Wing Comm 2 wSpch Pk $26 
Wing Commander3CD $48 
Wing Commd Armada CD $48 
Wings of Glory Enhncd CD $48 


World Circuit 2 $42 
X-Wing $39 
Zephyr DOS or CD $45 


A Train W Constructn Set $36 
Advanced Civilization $35 


Alien Legacy $38 
Battle Isle 2 CD $45 

Battles of Destiny $19 
Black Beard $35 
Cannon Fodder CD $22 
Castles 2 CD $48 
Civilization $44 
Colonization CD $48 
Conquered Kingdoms 2 $36 
Conquest $36 
Darklegions DOS or CDs $38 
Dead Zone CD $52 


Empire DIx Mast Editn CD $23 
Even More Incrdibl Machn $28 


Front Lines $39 
Grandest Fleet $35 
Harpoon 2 $42 
High Seas Trader $39 
Hollywood Mogul $39 
Jagged Alliance CD $48 


Kingdoms of Germany $34 
Koshan Conspiracy CD $48 


Lemmings 3 $39 
Lords of the Realm $39 
Lost Admiral 2 $39 
Merchant Prince $39 
New World Order $38 
Outpost CD $44 
Perfect General 2 CD $36 
Populous 2 $28 
Project USADOS orCD $29 
Railroad Tycoon 2 $39 
Rules of Engagement 2 $39 
Sid Meir’s Civil War $58 
Sim Ant CD $41 
Sim City CD $47 
Sim City Classic $26 
Sim City 2000 $39 
Sim City 2000 CD $45 
Sim City 2000: Grt Distrs $14 
Sim Earth CD $40 
Sim Town DOS or CD $44 
Space Hulk CD $39 


Starship: Rogarn Agnd CD $39 
Victory or Defeat WIN $42 
Walls of Rome $39 
X-Com: UFO Defense CD $41 


Accolde Sports Collect CD $29 
Barkley: Shut Up & Jam = $42 
Brett Hull Hockey $42 
FIFA International Soccer $39 
Front Page FB Pro ’95 CD $47 


Hardball 4 $34 
Joe Montana Football 2 $46 
Links Pro 486 CD $49 
NFL Coaches Club Fball 2 $44 
NHL Hockey 95 CD $39 
Picture Perfect Golf CD $42 
Planet Soccer $29 
Pro Tennis Cup $38 
Road to the Final Four2 $41 
Serious Soccer $18 


Tom Landry Football Dix $29 
Tony LaQRussaBB2CD $46 
Tony LRs BB2 Ver 2 94 $39 
Troy Aikman Football CD $49 
Ultimate Football CD $48 


Come Play WithMe CD $36 
Desktop Mistress CD $54 


Digital Dancing CD $36 
Fantasies Interactive CD $35 
Hot Slots CD $39 
Intrct Adv Semr Butts 2 CD $69 
Love Slaves CD $39 
Penthouse Intractive 3 CD $64 
Sorority House CD $49 


Amateur Video WINCD = $22 
Best of Digtal XTC V. 1 CD $39 


Dirty Laundry CD $39 
Girls Doin’ Girls CD $25 
Group Therapy CD $39 
Love Bites CD $26 
Mystique of the Orient CD $34 
Sakura CD $24 


Semr But Inside Shane CD$36 
Steamy Windows CD $25 
Urotsukidoji CD (Ovrfiend) $39 
Volcano CD $34 
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~ Dark Sun: WAKE OF THE 
 RAVAGER TAKES YOU BACK 


TO ATHAS. 


PReaVvLS 


THE Latest IN SSI’s Apvanceo Dunceons & Dracons 
SERIES BRINGS YOU UP AGAINST THE DRAGON OF Ur 
DRAXA AND HIS MINION, Lorp WAarRIOR. 


Athas, the world of Dark Sun, has a 
dark and ominous history. Once a world of 
lush vegetation, thriving with life and pros- 
perous with trade, Athas fell to the whims 

of its mages. In their lust for power, these 
mages found ways to tap the planet’s 
vitality to add to their own, unconcerned 
that the effects on Athas’ environment 
were devastating. As a result, Athas now 
labors under the oppressive heat of a 
crimson sun, with seabeds full of silt 
_ instead of water. Almost all mines haves 
_ tapped out, so metal is extremely 
rare—and very valuable. Scarcer still are 
any sources of water. 
Athas: an ecological nightmare. On 
Athas, there are no rainforests. On Athas , 
4 


Dark Sun: Wake of the Ravager 
by SSI 


Game Summary 

Dark Sun: Wake of the Ravager is 
an RPG based on TSR’s Advanced 
Dungeons and Dragons Dark Sun 
World. It features four-way smooth- 
scrolling graphics, expanded NPC 
interaction, and a spellbook of over 
200 spells. It is the sequel to Dark 
Sun: Shattered Lands, and uses 
approximately the same interface. 


"Requirements: VGA, 4MB RAM, Mouse 


Sound Support: Sound Blaster, AdLib, 


Designed by: _ : 
Distributed by: | SSI 


Theme RPG 


September, ‘94 


Release Date 
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there is no ozone layer. On Athas, even 
the monsters weep. For Athas is a dead 
planet. This once-vibrant ball of water and 
greenery has been raped by mages care- 
less of their Surroundings and turned into 
a dry, dessicated husk, groaning on 
toward its final demise. Welcome, adven- 
turers. 
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The creatures of Athas, twisted by the 
free use of magic, were forced to adapt to 
the harsh conditions. New monsters con- 
tinue to emerge from the deep wastes of 
the desert to plague those humans who 
survived. Though perhaps survive is too 
kind a word, considering the grim condi- 
tions under which they are forced to make 
their way. The only stable communities 
are rigidly controlled city-states. These 
are ruled without exception by vicious, 
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seldomly seen sorcerer-kings-—the last 
remnants of the mages who destroyed 
Athas. These kings aspire to godhood, 
ruling through religious organizations 
headed by their templar minions. Their 
rule is uniformly harsh and capricious, and 
vast numbers of people are enslaved. 
Only the strongest, physically or magical- 
ly, can feel any measure of safety. 

To make matters worse, incredibly pow- 
erful mages slowly transform into dragons 
as they increase their strength. These 
creatures are often solitary, venturing into 
inhabited areas only rarely. Yet when they 
do they often have a reason, for advances 
through the stages of transformation are 
often accompanied by mass destruction. 
One such transformation was recently 
attempted in the city-state of Tyr by the 
former sorcerer-king, Kalak. 

Kalak died in the attempt and the sor- 
cerer Tithian has assumed the throne. 
Though Tithian’s first act as king freed all 
the slaves, poverty and discontent 
amongst the populace continue. In addi- 
tion to these problems, there is a new 
force swirling on the horizon: rumors 
abound that the templars are organizing 
under the leadership of a new and power- 
ful sorcerer, one who has already made 
the transformation to dragon. And Tithian 
is mysteriously absent from Tyr... 

Dark Sun: Wake of the Ravager picks 
up almost immediately where Dark Sun: 
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Shattered Lands ended. Some good news 
for those who played Shattered Lands 
through to its endgame: you can transfer 
your characters to Wake of the Ravager. 
Don’t worry, though; the game is scaled 
for whether you have a new party or one 
experienced from Shattered Lands. 

Wake of the Ravager also has some 
new monsters, and all are to be feared. 
The first is the kartang, which is, in 
essence, a very large, intelligent boa con- 
strictor. While it inflicts only middling dam- 
age, it has a special swallow/engulf attack 
that strikes for extra damage. Next is the 
Soul Shard, which is the progeny of a bro- 
ken Chandelier. The Chandelier takes a 
living victim and splits his/her conscious- 
ness into six Shards. The victim is para- 
lyzed while the Shards attack the party. 
Every Shard that dies adds the victim’s hit 
points to each of its remaining friends. 
When all the Shards have been 
destroyed, the victim loses a permanent 
attribute point and the Shards reform at 


full strength. This continues until either the 
Chandelier is fixed or the victim dies. 
Yikes! The third and final new monster is 
the Verini. Generally, they are large, very 
fast, upright newts with tough hides and 
high intelligence. Being natural environ- 
mentalists, they openly hate Defilers, and 
will often send well-armed war parties 
against any Defiler who moves into their 
sphere of influence. They are also experi- 
enced spell-casters, and can spit paralyz- 
ing poison up to a distance of thirty feet. 
They will not necessarily attack your 
party, and eventually you will need their 
aid in winning the game. 

While SSI has not upgraded any of the 
Psionic or Telepathic abilities, they have 
added two new levels to both the Cleric’s 
and the Preserver’s arsenals. New 
Preserver spells include Tenser’s 
Transformation, which turns the casting 
wizard into a veritable fighting machine 
and Mordenkainen’s Sword, a one-round 
spell that calls into being a sword-like 
plane of force which can hit both magical 
and non-magical creatures. New tricks of 
the trade for the Cleric include 
Heartseeker, a magical arrow that pene- 
trates human flesh and then sprouts 
organ-seeking roots, and Creeping Doom, 
an area spell that calls forth 500-1000 
stinging, venomous arachnids, insects 
and myriapods. They cover a 20 square 
foot area, and, because each insect can 
inflict 1 point of damage, the mass can 
cause up to 1000 points of damage. 

Dark Sun: Wake of the Ravager looks 
great, judging by the beta copy SSI sent 
us. The interface has not been altered too 
significantly (if at all-it is a beta, after all), 
and you can now talk with just about any- 
body, not just the people who are impor- 
tant to your completion of the game. 
Expect 50-100 hours of game play. CD- 
ROM version will have additional music. 
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REENTER THE REALMS 
ARKANIA. 


EXPLORE A WORLD OF FANTASY AND DANGER AND QUEST 
FOR A WEAPON EVEN MORE POWERFUL THAN THE BLADE 
OF DESTINY: THE FABLED STAR TRAIL. 


The world of Arkania is one filled with 
temptations and opportunity. Grimring, the 
fabled Blade of Destiny has met its match 
in Star Trail, a magical blade of truly epic 
proportions. Rumors have also filtered in 
about the Salamander Gem, a bauble that 
can reportedly make dire enemies best 
friends and vice versa. Obviously, both of 
these items are incredibly valuable and 
both are highly coveted. Each one could 
mean wealth and power beyond any wild 
dreams. Each could mean a horrible and 
painful death. Do you dare to quest for 
these items? 

The dangers of the quest do not lie in 
just the others who seek these items of 
power. Beasts of prey and cunning preda- 
tors wait for just such a party of foolhardy 
wanderers as yours to cross their path. 


constant concern. Even more troubling is 
the sinister pall of evil that seems to hang 
over the land... 

Realms of Arkania: Star Trail is the fol- 
low-up game to Sir-Tech Software’s ROA: 
Blade of Destiny. Based on the most pop- 
ular pen-and-paper role-playing game in 


Germany, Die 
Schwarze Auge, the 
Realms of Arkania 
series provides a 
detailed, realistic 
engine to compliment 
the fantasy setting. 
The designers have 
taken the original 
game and, using 
feedback from 
gamers, revamped 
many parts of the 
original game. 
Included in Star Trail 


Realms of Arkania: Star Trail 
by Sir-Tech Software 


Game Summary 

Rejoin the Realms of Arkania 
where you left off. This time, you 
quest for the Star Trail, a blade of 
tremendous power, and the Sala- 
mander Gem, reputed to be able to 
make allies of the staunchest ene- 
mies. Look forward to lots and lots of 
killing as you and your party are not 
the only ones who journey forth. . . 


Requirements: VGA, 2 MB RAM 
486/33 or better 


~ Most major sound cards 


Sound Support: 


Available for: aa PC and PC CD-ROM | 
Designed by: Sir-Tech Software 


Distributed by: Sir-Tech Software 
_ Retail Price: 


Theme . ee : ~ Role-Playing 


Release Date 4th Quarter, ‘94 
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is an automated combat engine, a vastly 
improved dialogue system, a highly 
detailed automap, a print option for char- 
acter information and more. One of the 
new innovative features is a character 
journal that can be used strictly for the 
game or that can be used as in impromptu 
daily planner. Like the character informa- 
tion, this can be printed. 

Like the original, Star Trail will feature 
isometric combat, dozens of fully-animat- 
ed monsters to battle, hundreds of 
weapons and much more. Players can 
equip the party with choices of over 350 
different weapons, pieces of armor and 
magical items. Two different levels of diffi- 
culty make Star Trail a challenge for the 
novice or the experienced gamer. Look 
for this game soon. 
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Rowan Mel 


SHOOT DOWN THE ENTIRE 


ACCOUNTING DEPARTMENT. 


FORGET THE LONG TRAINING NECESSARY TO USE OTHER 
FLIGHT SIMS—TAKE ON UP TO 15 OTHER PILOTS ON A 


NETWORK AFTER MINUTES OF TRAINING. 


Having a small dispute over expense 
accounts? Challenge all comers to a 
deadly supersonic duel in the skies. Tired 
of reading manuals the size of unabridged 
dictionaries before you’re cleared to take 
off? Try a flight sim with a sit and shoot 
attitude. Fighter Wing from Merit Software 
aims to let any player fly state-of-the-art 
combat aircraft within minutes, while the 
experienced pilot can choose a higher 
level of realism and enjoy the actual cock- 
pit from any of ten of the world’s top fight- 
er aircraft in complex and realistic mis- 
sions. With a local area network, up to six- 
teen pilots on two teams can compete in 
simple search-and-destroy missions in 
roughly equal aircraft. Or one to three 
players can try their hand against comput- 


Fighter Wing 


by Merit Software 


Game Summary 

Fly modern combat aircraft in 

massive dogfights without the learn- 

ing Curve associated with the genre. 

Pick your own realism level as you 

- face off in complex missions against 

the computer or simple missions 

with team play for up to 16 players 

operating on a Local Area Network 
(LAN). 


Requirements: 386 or better, VGA: 


4 Meg RAM 


Sound Support: Most major sound cards 


Available for: PC and compatibles 
Designed by: Gemsoft Corp. 


* 
* 


Release Date 


3rd Quarter, ‘94 


er opponents in complex missions like no 
fly zone enforcements and desperate 
high-speed chases to shoot down rene- 
gade cruise missiles. All this and more, 
rendered in standard VGA or up to 800 by 
600 SVGA mode, with real-time terrain 
generation and full texture mapping. 


Fighter Wing will be available in both 
disk based and CD-ROM versions. The 
CD-ROM will contain digitized footage 
from FirePower, the acclaimed Discovery 
Channel television show that features 
actual air-to-air kills from events like 
Persian Gulf War. 


Only a Titan could provide 
mail-order service of such 
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Send us $2 for our catalog containing full 


descriptions and up-to-date pricing on the 


latest and greatest titles for IBM and the 
Mac. Also comes with a $2 off coupon. 


ATG 


jul @No hidden handling fees. 
ae 
7 Soe @ We sell only unopened, 


ye” manufacturer-direct games. 
~ m@ We accept advance purchases 

and game reservations. @ We can locate 
hard-to-find titles. @ Same-day shipping 
for orders received before 4 pm ET. 

= Money orders, personal checks, 

and major credit cards accepted. 
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| Lowe insists that he 
wrote Leisure Suit Larry 6 
== before he saw The 
= Crying Game. While this 
may not sound like an 

“ important distinction, it is. 
Anyone who has played through the game 
will remember the climactic beach scene 
and Larry’s rude awakening. Good ideas, 
it seems, often happen to different people 
at the same time. 

Lowe’s company, Up and Coming 
Productions is based in Fresno, CA, about 
an hour’s drive on Highway4%=south»of 
parent company Sierra On-Line. The 
offices are nearly barren of pictures and 
the normal clutter associated with offices 
in general and mm 
with computer | 
game developers 
in specific. It 
looks as if Lowe 
has just moved in 
or is just moving 
out, which in fact, 
he is. 

Al Lowe, along 
with a sizable por- 
tion of Sierra and 
Dynamix (includ- 
ing the sales and customer service offices 
of both companies, Roberta Williams and 
more) are moving north to the Seattle 
area. In the meantime, Lowe.is.content.to 
work in his spartan digs, since the fea- 
tures that haven’t been removed, his 
stereo and his PC, are still in place. 

Anyone who has played Leisure Suit 
Larry 6 knows what Al Lowe looks like. 
He’s basically the guy who drives the La 
Costa Lotta shuttle back and forth across 
the lobby. Lowe revels in Larry—his 
license plate reads “LS LARRY’—as,is 
evidenced by one of the few remaining 
decorations in the office: a stand-up card- 
board promo piece for the original Larry 
game written entirely in Japanese. 

Lowe’s latest project is Capitol 
Punishment, an irreverent look at life in 
Washington_D.C. Liberal bashers and 
conservative haters may blanch at some 
of the content of this software, since Lowe 
isn’t taking any prisoners. Republicans 
and Democrats alike are fair game for 
Lowe in this product and he doesn’t play 
any favorites. 

Capitol Punishment consists of four dif- 
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INSIDE THE MINDS AT A 
WONDERLAND. 


SIERRA’S WINTER LINEUP INCLUDES HORROR; FANTASY AND 
EW. SWIFT KICKS AT THE GOVERNMENT. . . 


ferent games, each designed to offer 
some arcade play value while poking fun 
at the people who make up our govern- 
ment and those who comment on our gov- 
ernment. The games Whitewater Rafting 
and Jogging for Health(care) are obvious- 
ly designed to please Rush Limbaugh 
fans. In Rafting, the player, as Bill and 
Hillary, sails down a river, looking to 
scoop up heads of cattle and avoid the 
lawyers. When the raft springs a leak, Bill 
has to write a rubber check to patch it. 
Jogging features Bill ducking to avoid ter- 
rorists and leaping over credibility gaps. 

The Shooting Gallery is more for the lib- 
eral, but shows evidence of bi-partisan- 
ship. Witness George Bush pop up from a 
pit and sling some 
mud while a 
Limbaugh look- 
alike prances 
daintily in the 
background. See 
mga senators throw 
_ postage due 
notices'at the 
screen. Mowing 
them down is 
more than just 
entertaining, it’s 
also highly cathartic. 

The final game is Shred-tris, the roots of 
which should be obvious. In this version, 
the. player.needs.to.make._ blocks of a par- 
ticular color (the shredded documents 
come in red, white and blue). When nine 
blocks of any color are completed, they 
reveal something embarrassing to a gov- 
ernment-related figure. Lowe hopes the 
CD-ROM version of Capitol Punishment 
will feature digitized video in,this, portion. of 


the game. 


What.will.Al.Lowe do after Capitol 
Punishment, and more importantly, will 
there be a Larry 7? His next game, ina 
dramatic switch from his earlier efforts, will 
be a more family oriented title. “I’d like to 
have something | can play with my daugh- 
ter,” Lowe commented. After that, though, 
i's back to Larry» -he,decision,still,hasnt 
been made about using digitized video for 
Larry 7. Lowe said he’s thought about it. 
“lve considered using a video Larry and 
cartoon women. I’ve also considered real 
women and a cartoon Larry, although that 
might border more on pornography than 
humor.” 


=\ ing’s Quest has been the most 
==| successful series of games to 
=| date. Keeping ahead of the rest of 
the world in terms of technology is 
one of the big reasons why. The lat- 
est in the King’s Quest family looks to 
keep the tradition alive, as it features ani- 
mation of a quality that would make 
Disney proud. The game will feature 
about 40,000 cells of animation all told. 
While the animation is truly eye-catch- 
ing, there are other, more important fea- 
tures to this title. Unlike many adventure 
games of the past, in King’s Quest VII, 
when a character talks, the action contin- 
ues on around him or her. Rather than 
take the characters out of their setting 
while they converse or having the conver- 
sations take place in front of the action, 


speech is incorporated with the actual 
movements of the characters. The overall 
effect is to make the game playing experi- 
ence much more like a cinematicvexperi- 
ence. 

In addition to the gorgeous animation, 
King’s Quest VII will feature lush back- 
grounds for the action to take place on. 
There will be a totalof six lands in the 
game, and each will have a number of dif- 
ferent locations to explore. A cloud land, a 
desert, a forest world and a troll under- 
ground are just a few of the places King’s 
Quest VII has tooffer: 

The interface has been dramatically 
changed as well. Rather than being 
designed for the typical.hard core audi- 
ence, King’s Quest VII has been created 
for wider appeal. Thus the interface is not 
icon driven, it’s simply point-and-click. 
Hotspots on the screen will offer the pos- 
sible.solution..or.no.answer at all. Serious 
game players, however, need not worry 
about the difficulty of the game. While it 
has been designed in some respects for 
the amateur.gamer,.in.more ways it’s 
been created for everyone. Beginners 
have the option of playing the game with 
hints on, while die-hard adventure fans 
will obviouslywant,them, off... Additionally, 
experienced gamers can completely turn 
off the hotspots on the screen, making it 
much less obvious what needs to be done 
in any given situation. 


It has not been determined.whether or 
not King’s Quest VI! will be released on 
floppy disk or if it will be CD-ROM only. It 
is safe to assume that a floppy version, 
while containing the same challenge and 
puzzles, will pale in comparison to the 
vibrance contained on the CD so far. The 
game is currently slated for release by the 

end of the year. 


ene tenant 


Sierra On-Line do not 
have more than one per- 
sonality, it just seems like 
they should. Andy Hoyos 
is the lead artist on both 

King’s Quest VII and 
Phantasmagoria, Sierra’s other major 
release of the last part of 1994. The two 


games, while similar in some respects, 
are worlds apart in others. When asked 
what the two products have in common, 
Hoyos laughed: and»saidy“They’re both 
games.” 

Phantasmagoria offered some new 
problems for Hoyos and the rest of the art 
team. Since the game uses*extensive 
video, the sets need to be lit realistically, 
which is something Hoyos has never 
needed to worry about before. 

If his prediction is correct, Hoyos 
will need to get used to working 
with lighting. He is of the opinion 
that hand-animated games will still 
be around, but that live video will be 
the look of.choice. for most gamésin 
the future. He also believes that the third- 
person perspective used in both 
Phantasmagoria and King’s Quest VII will 
take a back seat to.first-person, at least 
for awhile. “There are still good stories 
that can be told in third-person,” he said. 
“Right now, there is no good way to tell an 
in-depth story from 
the first-person per- 
spective.” 

The inspiration for 
the artist is just as 
important.as. that. of 
the director and the 
writer when it comes 
to a game like 
Phantasmagoria. 
When questioned, 


Hoyos rattles off 
sources rapid-fire, © 
including Clive | 
Barker..(Hellraiser), | 
Sam Raimi (Evil 
Dead), Wes Craven | | 
(The People Under — 
the Stairs), Tim . 
Burton (Batman) and - 
Ridley Scott (Alien). 
The game does have 
an oppressive feel to 
it, the gothic look to 
the mansion adding to the overall mood. 

The directors Hoyos is emulating indi- 
cates one thing—Phantasmagoria is try- 
ing very hard to be scary. He commented 
that looking for horror, the effort to be truly 
scary is very different from being creepy, 
something that several previous 
games have done and done 
well. 

In addition to the horror ele- 
ments, Phantasmagoria will be 
highly graphic in places. The 
game doesn't necessarily trade 
in blood and guts, ibutstedoesn’t 
pull any punches, either. For 
this reason the game is going 
to include a voluntary rating 
and will feature two versions on 
the CD. The first will include all of the 
gruesome elements, which occur at sev- 
eral points in the game. The other, more 
of a PG-13 version, will be essentially the 
Same game but will have the violent 
aspects. toned down. Even then, 
Phantasmagoria is not intended to be a 
casual stroll through the park. The subject 
matter is tough, and those easily fright- 

ened are advised to play with caution. 


hantasmagoria plays on one of 
the classic stories of horror fic- 
tion. It comes from much the 
Same.place.as The Shining and 
it owes something to the 
Amityville Horror as well. A young 
married couple has come to own the 
home.of.a.man.who,.a hundred years 
ago, was a famous magician. As it turns 
Out he was also something of a 
Bluebeard, marrying women and killing 
them..off,..each..in.a.manner. befitting. their 
likes. The couple’s occupation of the 
house disturbs an evil 
force that has been 
trapped since the 
apparent death of 
the magician, Carno. 
This evil has conta- 
minated the house 


’ Don, the young 
- husband. 
' gamer 


;' and has possessed | 


The a 
plays as 


Don's wife, Adrienne, who must locate the 
only living witness to the events of 100 
y€ars ago and solve the mystery of the 
housey If she can do this, she might 
escape with her life and the soul of her 
husbandmlf not, salvation will be a forlorn 
hope. 

With subject matter like this, it is evident 
why the game is going to have a voluntary 
rating. Carno, the illusionist, takes real 
delight in the various methods in which he 
kills his wives. Thisiis no spirit spurred on 
by vengeance: rather, Carno simply 
enjoys killing and violence. 

The plot of the game is extensive, as is 
the script. Where a movie script might run 
125 pages, or even as few as 90 for an 
action film, the script for Phantasmagoria 
ran Over 400 pages. As actor David 
Homb, who plays Don, commented, “I 
thought we were working on a mini-series 
when | saw. it [the script],” 

The reason for the extensive script is to 
account for all of the possible actions the 
player might take at any given time. Each 
possible path must be plotted out and 
painstakingly filmed. This is a much differ- 
ent undertaking where actors, rather than 
animation,.are.concerned. Each actor has 
a relatively small amount of room in which 
to act, and occasionally, violent move- 
ments need to be performed within very 
limited areas. 

In addition to the huge script, 
Phantasmagoria features 20 live actors, 
over 100 pages of detailed storyboards 
and 1,000 camera angles. Scenes need 
to be shot and sometimes reshot from 
several different perspectives to show a 
variety of possibilities. 

The game has not been filmed on loca- 
tion. Rather, the acting has been per- 
formed in front of a 35X35 blue screen, 
with the characters being matted into the 
digitized backgrounds. How much film has 
been shot? Before editing, more than 80 

half hour tapes had been filled 
with the various scenes. 
Mini-series, indeed. 


<n = 


Y his name on just about 
every product that Sierra 
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has shipped in the last several years. For 
a long time, Seibert primarily wrote music 
for Sierra games. That he has written 
much of the music for Phantasmagoria 
should surprise no one, considering his 
past work with Sierra. What may be sur- 
prising is that he is also the game's pro- 
ducer as Welhas the producer of.King’s 
Quest VII. 

Phantasmagoria is not his first game in 
the producer’s chair. Seibert also pro- 
duced Shadows. of.Yserbius and Pepper's 
Adventures ‘in Time. Working”on. both 
King’s Quest Vil and: Phantasmagoria has 
been a different experience though. Like 
Andy Hoyos,.Seibert sees little similarity 
between the two games, what with 
Phantasmagoria being “high-tech horror” 
and King’s Quest a more:traditional, imag- 
inative game. The similarities in Seibert’s 
mind is that both are huge undertakings. 

It’s a lot of work, getting these two 
games produced, but..Seibert enjoys it. 
He’s hard pressed to pick’a favorite 
between the two"games, saying that.on 
any given day, he‘likes*one project, better 
than the other. How much, work is:produc- 
ing two games at the same, time? 
Seibert’s workeweek usually runs six days, 


i 


and he’s at the office about 12 hours per 
day. Do the math—on a light week, he 
spends 72 hours in the office. Some 
weeks, he works seven days, and some 
days he works as much as 17 hours. 
Fortunately for him, the games and the 
game players, Seibert sees this as a labor 
of love, commenting that “you can tell the 
people in this [industry] that love their 
work.” 

While it seems that the job would carry 
with it some aura of romance or mystery, 
Seibert got his job in the most mundane 
way possible. Before working for Sierra, 
he was playing in a band, spending a lot 
of his time on the road. A software com- 
pany was hiring musicians to write music 
for games, so Seibert sent in a tape and 

resume. The rest, as they say, 
> is history. 


he studio seems like it 
4 should be bigger when 
J you hear that it’s 35X35. 

The truth of the matter is 
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that it looks incredibly small. There isn't 
much of a crew running about, just a few 
people moving lights and the director, 
Peter Maris. Sierra’s in-house produc- 
tion staff is small when compared with 
the typical Hollywood ‘shoot. Much of 
this*is,due to.Sierra’s development of 
several custom applications to, manage 
many of the aspects of such a technical 
shoot. Video and audio engineers, light- 
ing designers, Camera operators, spe- 
cialeeffects people, set builders and 
more were a part of»Sierra’s staff. In 
addition, a full-time.cine- 
matographer and make-up «=~ 
artistewere brought in 
specifically for this game. 
Most of the graphic special 
effects were done by The 
Character Company, an 
L.A.-based firm with exten- 
sive.film experience. 


Maris has directed films 
before, but has never done 
this sort of work. The biggest 
difference, aside from shoot- 
ing everything in front of a 
blue screen, is ‘that virtually 
every shot needs to be set up 
long in advance. The.shoot, in 
spite of the huge script, is 

more limited than the ‘traditional movie 
shoot for very technical reasons. The 
main one is that the camera angle and 
background of each/shot needs to be 
determined before. the shot takes place. 
You can’t change,the camera angle 
without redoing. the background. On 
occasion, when Maris has really felt it 
necessary, they've been able to.post- 
pone a given scene long enough to redo 
the background. Otherwise, the deci- 
sions made have.to stand. 

Of course, the benefits of the blue 
screen are readily,apparent—it 
allows the game.designer and 
director to create what would oth- 
erwise be a Cost-prohibitive set,-in | 
this case the haunted mansion. 
Also, accordingto.Maris, it’sa tot 
nicer to shoot the. film inside. 

For the actors, particularly=Victoria 
Morsell who plays Adrienne, its been a 
gruelling. shoot;-although highly, educa- 
tional. Both she and Homb. got-involved 
with the project without really»knowing 


what to expect. Neither had any game 
playing experience, although their time 
spent around the Sierra offices has cer- 
tainly started an interest in the medium. 
Both suggested that this is the hardest 
acting they have done, mainly because 
there is no live set. It’s an imaginative 
process entirely unlike any previous act- 
ing experience, although it is the most 
similar, according to Homb, to film. 
Morsell has been on-the set almost 
every day.for the entire shoot, since 
Adrienne is in virtually every scene. Her 


friends back in’L.A. know.she is working, 
but»stheywaren’t sure exactly what she’s 
doing.»“Most actors don’'t-have a clue 
about-[what we’re doing},” she said. 

The indignities put’on the actors are 
unique, to say the: leasty Homb spends a 
good portion of the game in a sort of 
fright mask, which takes half an hour to 
put on. Morsell was called to the set dur- 
ing this interview and returned several 
minutes later drenched and covered in 
dirt. Still, according to Homb, Sierra has 
treated all of the actors well; and word will 
get back to others in the acting communi- 
ty that Sierra is good to work for. 

For. many of the scenes and for the 
make-up, photos are taken. This way,-if 
some effect or scene needs to be repli- 
cated, the make-up artist has a reference. 
The binder that holds these pictures is 
immense, and each. scene is shown in 
painstaking detail. The contents. of the 
real estate agent’s desk, for instance, are 
part digitized and part real. Near the 

sound stage, the prop room hold all of 
the different pieces of equipment 
used in. the game. In a bag is 
the contents of the agent’s 
desk. 


apitol Punishment, King’s 

7 Quest Vil and Phantasmagoria 
should all:be out/before the end of 
1994. Not surprisingly, Phantasmagoria is 
planned for October. It remains to be 
seen whether.or not this title will turn into 
another series of games from Sierra, but 
all indications are favorable. 


wo of Sierra On-Line’s 
=\ major releases for 1994 
==4 are King’s Quest VII and 
=j Phantasmagoria. While 
= both games will share 

some elements, the two are 
wildly different in terms of sub- 
ject matter and potential audience. It 
seems strange, then, that both games 
are being written by the same 
author at the same time. 

No matter what creating y) 
these twordiverse games 
simultaneously has. been like, 
Roberta Williams doesn’t 
seem to be a multiple*per- 
sonality» When asked how @ 
she keeps the products sep- 
arate in -her\mind, she 
replied that she tends to 
work on One project fora. _ 
couple of months, leaving the \ 
other in the hands of the-pro- 
ducer and other staff. Then she 
turns her attention to the other 
game. She continues to go back and 
forth between the two games like this. 
This. allows her to work on both, but con- 
cenirate on one. It also seems to be the 
only way to work on two games this 
diverse without severe mental trauma. 

It makes it easier that Phantasmagoria 
uses live video and King’s Quest VII is 
entirely animated. Williams is of the opin- 
ion that both mediums are entirely viable, 
both ‘now and in the future. She indicated 
that certain genres of game are simply 
more suitable to animation, while others, 
like: Phantasmagoria, really need 
live video. The recent trend 
_ toward video will not neces- 
sarily do away with anima- 


_ tion. she feels, simply 


_ because animation has its —_— 
_uses. “There will be more Mua a 
mixing and matching in the : 
future,” she said, “and we will 
see a lot more done on Silicon 
Graphics [machines].” 

King’s Quest Vil seems like a traditional 
Roberta Williams project in terms of story 
and subject matter. Williams, after all, 
wrote the first six King’s Quest games. On 
the other hand, Phantasmagoria doesn’t 
seem so much like her usual work. When 
asked about that perception, she 
shrugged off the opinions of those who 
feel Phantasmagoria isn’t the typical pro- 
ject for her. “People get typecast into 
[roles, but]. | feel versatile as a creator,” 
she commented. “I think I’ve proven that 
with The Colonel's Bequest, the King’s 
Quest series, Mixed-Up Mother Goose 
and now horror.” 

Williams said she has wanted to do a 
true horror game. for some time. but the 


time has never been right for it. While 


some of her past games have included | 


elements of horror, they haven’t done so 
in the true sense of the word. While part 
of the decision to wait until now for a hor 
ror game stems from Williams’ belief that 
the computer audience in general and her 
audience in particular wasn’t ready for 
true horror on the PC, her.main. reser- 
vations were that “the"PC [wasn’t] 
capable of true horroreHorror 
needs to have a real person 
as the protagonist.” Williams 
contends that animated 
characters just aren’t the 
4 same when it comes to 
' evoking terror, and without 
a real person in the role, 
game players have more 
trouble being empathetic. 
The main character of 
Phantasmagoria is a woman, 
~# aS is one of the two major 
« characters in King’s Quest VII. 
Williams feels this is important to 
both games, since, especially in 
Phantasmagoria, it will allow both male 
and female gamers to become/more 
involved with the charactefsi “She 
[Adrienne] is pretty, but she isn’t.a bimbo. 
She’s smart. I:think men will want to pro- 
tect her, and women will tend to identify 
with her.” | 
While Phantasmagoria does use live 
actors for the majority of the action 
(although there is considerable special 
effect work), Williams is ambivalefitewhen 
it comes to working with famous actors if 
a computer.game. “Getting big name 


“actors is essentially, unless 
a 


\ death.” The problems of 
working with famous 
-vactors are many-fold in 
’ Williams’ opinion. The main 
problem is money. “Until 

there is a bigger audience [for 

computer-games], you can’t afford 
[name _actors].” Additionally, once the 
medium_ catches .on,:the actors will start 
demanding more’and more and will 
be shardér-to. control, in 
Williams’ opinions Also, 
some more recognized 4 
actors may not-want to 
spend the time necessary 
to learn thé.medium.cor- 


done right, the kiss of 


aa 


* 


re 


rectly: ) ee r 4 
~ “Yowalso have'the possibili- ~™>. f ’ 


ty of making the. characters con- 
form to the personalities.of the actors 
rather than the other‘way around,” she 
commented. “The, audience isn’t dumb. 
They can-tell:when the story-doesn’t hold 
togéther. In thiserespect, CD-ROM is no 
different from.movies. Anyway. [Steven] 


Spielberg has made a lot of money taking 
no-name actors and making them into 
name actors.” 

it’s evident from: looking at the initial 
work and.the trailers. of King’s Quest VII 
that much of the inspiration came from 
recent Disney movies and animation. The 
inspiration for Phantasmagoria was a little 
harder to place, although Williams does 
cite several’sources» “Alien, since there is 
this demonic.entity that [pursues the] main 
character and Stephen King,” were listed 
as some of the sources, although Williams 
went on to say that no one source was 
really used, and that the game has been 
inspired from a number of different horror 
stories. 

When asked about her favorite project 
of the past, Roberta Williams paused 
before answering. “Of all the King’s Quest 
games, my favorite is King’s Quest IV, 
which starred Rosella. A lot of the players 
have told me that that was their favorite, 
too.” She also brought up an adventure 
title from the very*early 80’s called Time 
Zone...Time Zone was the largest adven- 
turé.game éver done—1,400 rooms—and. 


for a\long time, had it's own address on 


CompuServe. Produced for the Apple, it 
came On twelve disks and sold for the 
then unheard of price of $100. A copy of 
thes game currently rests in the 
Smithsonian. 

Since the time of Time Zone, the audi- 
ence of computersgames has changed, 
and Roberta Williams has changed her 
focus in:some-ways with regardeto,that 
audience. “Ten years ago, we designed 
games for the computerphile. [The gamer] 
had to be someone who loved their com- 
puter and wanted to spend hours in front 
of it. With these games, we’ve changed 
the demographic we're looking at.” Both of 
these titles have been designed for more 
of a mass appeal, without losing the 
aspects that the hard-core market has 
come to expect. One of the major ways 
this change was made was in terms of the 
interface. 

The icon-based interface is gone in both 

Phantasmagoria and King’s Quest 
Em VIl, offering the player a true 
point-and-click environment. 
“| contend that you don’t 

need to have a complex 

interface in order to have 

a good game playing 
experience.” Williams also 
Suggests that anything that 
could be done with the old icon- 
driven interface can be done with the new 
one. “The game design itself has the puz- 
zles,” Williams said, “not the interface. A 
simple interface doesn’t mean a simple 
game. It's allowed us to broaden plots and 
stories.” 
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TECH SPECS 


Requirements: 

4 Meg RAM, VGA 
386-25 or faster 
Hard Drive 


Sound Support: 
Most major 
sound cards 


Controller: 
Keyboard, Mouse 


| Available for: 
| PC and compatibles 


Designed by: 
Bullfrog 


Distributed by: 
Electronic Arts 


GAME SUMMARY 


Build a massively 
popular theme park 
by stripping every 
possible piece of 
change out of the 
merry people who 
visit. Adjust every- 
thing from the 
speed of the rides 
to the salt on their 
fries in your quest. 


Building the perfect Theme 
Park is much more difficult than it 
would first appear. Just because 
you believe you have all the rides, 
concessions and features in per- 
fect harmony doesn’t mean that 
the fickle public is going to think 
so, especially after said fickle 
public has just littered the path- 
ways with empty cans and thrown 
up on the foot of your brilliant 
entertainers. Even in a perfect 
world (read as: all settings on 
Easy), the management of a suc- 
cessful Theme Park is not easy or 
straightforward. This guide will 
attempt to correct a few of the 
misconceptions and problems 
you might be having. 

These problems can be divided 
into two categories: money and 
happiness. Monetary troubles are 
dealt with on the second page fol- 
lowing this one; the problem of 
keeping the little squirming mass- 
es happy will be dealt with imme- 
diately. 


Without sufficient research, your park 
will wither and die. 
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RALPHED ON THE 


SQUID MAN. 


SEND THE SCURRYING HANDYMEN TO CLEAN IT 
UP AS THEY RACE AROUND BEHIND THE LITTER- 
ING VISITORS TO YOUR THEME PARK. 


OPENING 


When should you open? Go 
ahead and take the time to lay out 
the initial bundle of rides you 
have available, as well as liberally 
litter the landscape with proper 
amounts of shops and pretty 
things. This time is crucial for two 
reasons: one, you are not making 
any money during this downtime, 
so step lively; and two, the initial 
impression that the first visitors 
form will be critical to your word of 
mouth advertising. If the first peo- 
ple to visit your park walk away 
unsatisfied and bored, your 
career is already in shambles. 

Therefore, the issues of how to 
lay out your park are never more 
important than in the first few 
months. We'll cover a few of the 
basics here. 

When people leave the bus, 
most of them are hungry, thirsty 
or both. If they immediately head 
into a long queue for a nearby 
ride, these feelings are only going 
to increase. Therefore, use the 
space immediately outside the 
park to build a few food and drink 
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While those last four areas look good on 


your resume, it’s the top two that count. 
shops. Of course, your selection 
is very limited at the beginning, 
but at the least sprinkle a couple 
of Coffee and Ice Cream stores 
about. Remember that the space 
outside the walls, near the buses, 
is available for your use as well. 

Once their baser needs are 
taken care of, the visitors will be 
in a much better mood to enjoy 
the fruits of your park. Make sure 
that the first rides to catch their 
eye are the more exciting ones. 
Don’t give every visitor the grand 
experience of the Treehouse as 
their first ride; they'll only hate 
you for it. 

Even at the beginning, it’s 
important to watch visitors care- 
fully. Their thoughts will tell you 
how to build early enough to 
avoid serious disasters. 
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Don’t ignore the spaces outside your front gates. You'll be able to fill many of your 
patrons’ needs before they even enter the park. 


QUEUES 


If you have exciting rides and 
plenty of concessions to keep the 
hoi polloi happy, but the little 
losers still aren’t smiling, take a 
closer look at what you're asking 
them to do to enjoy your park. 
Most beginning players do not 
provide a long enough queue for 
the popular rides. This forces 
people away from the rides, since 
there is no remaining space to 
wait. They then become frustrat- 
ed and unhappy as they wander 
off to a less popular ride. 

As a guideline, set up queues 
very similarly to the picture on 
page one of the Theme Park 
manual. This may seem like 
overkill, but a queue that is half 
empty is doing its job. Also, all the 
twists and turns make it look 
shorter than it is, so people will 
have more patience with it and 
stay longer. If the queue still fills 
too quickly, tinker with ride length. 


Also be wary of doubling a 
queue too often back upon itself 
or forming Zig-zags. People bored 
with waiting for a ride will try to 
leave the queue; if the queue lies 
all about them they will become 
stuck. Simple curves and lines are 
necessary to avoid bothering your 
rather confused visitors. 


FENCES 


A quick cautionary note is in 
order for fences. At first glance, 
they seem a lovely dual-purpose 
item: beautifying the park while 
keeping the visitors away from 
areas they’re not wanted. Be 
advised that fences are not the 
joy they appear to be. 

Fences also prevent the move- 
ment of the employees of the 
park. While this is fine with 
regards to handymen and enter- 
tainers (neither of whom you want 
gamboling about in the unblem- 
ished greensward), it is a detri- 
ment to the mechanics. They 
choose often circuitous routes to 


SERR2G88 Fs b inert 


he 


Sahay Shs eo ek Oe a 


(ob Gel & f aytey vars i dG . ib Asa Shee 


This s screen is most important wher ¥ you're ues ‘ccseane: hapeinces! It appears 
that most people are bored, but at least half are getting enough to eat and drink. 


While inabte: ‘iain like this one will 


only frustrate you in the long run. 


get to the rides they need to 
repair, and they have trouble rout- 
ing around fences. 

Never place a fence near a 
queue. When visitors are bored 
with waiting for a ride, they’ll 
choose a nigh-random way to get 
out. If that route is blocked by a 
fence, they'll become hopelessly 
stuck, requiring that you stop 
what you're doing and find them. 
Fences are all well and good as 
beauty objects, but don’t expect 
them to be miracle workers. Use 
them sparingly and in small 
swatches. 


RIDES 


Do not, under any circum- 
stances, leave the settings on the 
rides at the default values. As 
given, the rides are too slow and 
do not run at their full capacity. 
While you do not want all the 
rides spinning in the red zone, if 
you leave everything at the facto- 
ry pre-sets all of your visitors will 
become incredibly bored. Move 
the speed of the ride up at least 
one click, or two if you have 
enough handymen to handle the 
resulting messes. 

Change the ride length setting 
to less than maximum only if the 
queue is getting too long. Even 
then, that’s a temporary fix. Never 
change the number of people 
taken per ride; that’s not much of 
a solution. 

Beware of mechanics changing 
your customized _ settings. 
Sometimes, upon repairing a ride, 
they'll turn everything back. 


Keep track of which rides < are the most 


entertaining from this screen. 
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Handymen are a 
valuable resource in 
your war to keep 
the visitors happy. 
You will need, as 
the manual sug- 
gests, at least one 
for every two shops 
that you open. This 
is a low estimate, 
but it can be made 
to work if you pay 
attention to the 
management of the 
handymen. The 
worst thing to do is 
to have fifty or sixty 
handymen wander- 
ing unsupervised 
around a large park. 
They'll doggedly 
wander into places 
where there’s no 
need to go, like into 
the ride queues. 
Worse, they’ll tend 
to cluster in large 
groups, which 
means part of the 
park will suffer while 
another is over- 
cleaned. The solu- 
tion is to only let 
about half of the 
handymen wander 
around freely. 
Assign all the others 
specific (and small) 
zones to maximize 
cleaning. Especially 
consider zones like 
the areas between 
fast rides and food 
stands, or the bath- 
rooms. 


DUPLICATION 


Don't feel as 
though you only 


| need one of every- 


thing. Quite the con- 
trary, infact. You'll | 
need (and want) 
several Coffee 
Shops, Saloons, 
etc. Duplicating a 
popular ride will 
help the happiness 
of your visitors as 
well. 
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“INFO SCREENS 


If you even hope 
to run a successful 
theme park, you'll 
be striking F5, F6 
and F7 more often 
than any other keys. 
These information 
screens show you 
the realities of the 
park. Here are just 


| a few ways to use 


these screens: 

eThe Ride informa- 
tion screen tells you 
how popular the 
rides really are. This 
helps you in two 
ways. First, you can 
see how many peo- 


| ple in your park are 


riding the rides they 
don't really like 
(thus lowering their 
enjoyment); and 


oo secondly, which 


rides are rated high- 
est even though few 
people have actual- 


| ly ridden them. With 


can monitor peo- 
ple’s movements 
better as well as 


1) gauge the effects of 


tinkering with the 
rides much better. 
eThe Shop informa- 


”)) tion screen shows 


you at a glance the 
profit levels and 
customer base of 
each shop. It’s 
important to look 
here immediately 
after two events: 
goods negotiation 
(to make sure 


} everything’s still 


profitable) and right 
after you build your 


first of a new type of 


shop (since the 
prices start ata 


| default level, you 


might be selling for 


a loss). 
«The Employee 


', screen shows you 
' who’s working and 
| who’s loafing. Trim 


back the payroll 


| whenever you can. 


_ MAKING MONEY 


Luckily, it’s not so hard to turn a 
profit as it is to please the visitors. 
In fact, as long as you’re careful 
with spending and maintain a rea- 
sonable park, you should have a 
decent cash surplus. 

Finances are determined 
monthly in Theme Park. In addi- 
tion to a myriad of other charges 
(prizes won, fireworks costs, 
interest payments, etc.) there are 
four main debits/credits to your 
accounts each month. The debits 
are the salaries of all the workers 
(wages) and the money you pay 
to the research staff (research). 
The credits are the admission 
money from the visitors (gate) 
and the profits from all the con- 
cessions (shops). lf Wages plus 
Research isn’t less than Gate 
plus Shops, you’re on a downhill 
track fast. Remember, it’s not 
enough just to break even; you Il 


need to maintain a standing profit 
level high enough to afford major 
cash outlays like the purchasing 
of new rides and shops. The fol- 
lowing four sections will discuss 
each major financial component 
and the best ways of minimizing 
or maximizing them. 

Minimizing Wages is simple. 
Don't hire more people than you 
need. However, how do you 
determine how many people you 
need? A simple guideline is to 
look at the makeup of your park. 
You need at least one Handyman 
for every two Shops, and one 
Mechanic for every two Rides. If 
these numbers don’t work out for 
you, use the existing workforce 
more efficiently as was mentioned 
before. Entertainers are a more 
pressing question. Use two or 
three, but no more. | have as yet 


to see an entertainer do one thing 


Keep an eye on this screen, especially after goods negotiations. See which areas of 
concessions are earning you the most money and maximize their numbers. 


ee 


Losing money? Watch this screen for a month or so, and you'll discover the problem. 


Wy to make sure wages plus research is less than gate plus shop takings. 
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These statistics sn sep too many — 7 
entertainers is a waste of money. __ 

to make a guest happy; but if you 
don’t have them, you'll be told 


you need one. Keep a couple fo 


kick around, butno more. — 
Research is the easiest to lower 


(since it’s entirely under your con- 


trol), but it’s the one that will hurt 
you most in the long run if it stays 
too low. Keep Research as high 
as you can afford it to be. If the 
park is going through a dry peri- 
od, let it lapse a bit while you 
build up cash. But in general, the 
continued growth of your park will 
require a steady amount of 
Research dollars poured in, lest 
the other parks gain too much of 
a technological upper hand. 

Increasing Gate returns can 
only be done by attracting more 
customers to your park and keep- 
ing the ones there happy. 
Obviously, this is the main thrust 
of the game and has been dis- 
cussed before. Still, it’s worth 
remembering that visitor happi- 
ness translates directly into more 
money for you. 

Shop return is the easiest to 
keep raising: simply build more 
shops and make sure that their 
profitability remains high. Of 
course, it’s not that easy. You'll 
run into space limitations in your 
park quite quickly if that’s the only 
philosophy you follow. There are 
essentially three kinds of Shops 
in Theme Park: food shops, which 
operate under small profit levels 
but will have many repeat cus- 
tomers; souvenir shops, which 
are pure profit but can only ser- 
vice a customer once each; and 
games, which can provide a 
steady income once win/loss 
ratios are adjusted properly. 
Therefore, you need many food 
shops, several games and a few 
souvenir stores. If people are 
leaving your park with less than 
three balloons, you don’t have 
enough souvenir shops. If they're 
hungry or thirsty, build more 
refreshment stands. Pay attention 
to their thoughts and cater to their 
every whim. -Kevin Perry 
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TECH SPECS 


Requirements: 
386, 2MB RAM, 
VGA, DOS 5 


Sound Support: 
Sound Blaster, 
Gravis, PAS, 
Thunderboard 


Controller: 
Mouse 


Available for: 
PCs / compatibles 


Designed by: 
SSI 


Distributed by: 
SSI 


GAME SUMMARY 


“Tank heaven.” 
Allows you to play 
preset or random 
scenarios, or 
build your own 
using all the 
weapons of 20th 
century warfare. 


96 


WARI (HunuD 
WHAT IS IT GOOD 


FOR? (HUNH)) 


TieS AND TACTICS FOR HELPING YOU SUCCEED 
ON THE BATTLEFIELD OF WARGAME 
CONSTRUCTION Ser Il: TANKS! 


War has been a part of the 
human condition throughout his- 
tory. Beginning with the first 
World War, man has advanced 
his annihilation technology at an 
alarming rate, refining the 


designs needed to produce 
more efficient killing machines in 
larger and larger quantities. The 
tank made its first appearance 
on the field of battle in 1917, 
after a lengthy stalemate 
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on the U.S. side. Not all scenarios end this happily. 
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between German and Allied 
forces. Although the tank was a 
useful device (it lent a certain 
mobility that had been notably 
lacking in trench warfare), it was 
not the be-all and end-all of the 
war. The end of World War | was 
due more to U.S. intervention 
and an Allied blockade of the 
continent than to any real or per- 
ceived benefit of having heavy 
equipment terrorizing the popu- 
lace. 

However, this important new 
battlefield resource endured. 
Many modifications have gone 
into these newer tanks, but the 
underlying principle is still the 
same: large, heavily armored 
machines of massive destructive 
power, with the ability to strike 
fear deep into the bruised psy- 
ches of foot soldiers. 


SSONHIMLL 
SCENARIO 1 


Even though this is one of the 
simplest scenarios included in 
Tanks!, it deserves attention 
here; it’s a fine tutorial for the 
rest of the game. It’s short and it 
can teach you successful offen- 
sive and defensive tactics. |'ll 
assume you're playing the 
American side and that the 
game is set for advanced com- 


mand and standard spotting 
rules. First off, you already know 
that there are guns protecting 
your objective. BIG guns. Keep 
well hidden, as these guns can 
decimate your entire force in 
very little time. Fortunately, your 
force is very mobile, complete 
with a Jeep reconnaissance unit 
and self-propelled mortar bat- 
tery. The only thing the enemy 
has going for it are the guns and 
two mortar units, neither of 
which is particularly mobile. 

The first thing you should do is 
check your map to find your 
objective. Both of the anti-tank 
gun batteries will be parked next 
to it. Separate the two forma- 
tions you have, sending the 
tanks over the left-hand bridge. 
The other formation, of mixed 
unit types, is a soften up/mop up 
crew, and they'll be heading up 
the right-hand bridge. Keep your 
mortar battery south of the river, 
though, as this weapon will be 
instrumental in your victory. 

The small village on the right- 
hand side of the map should be 
your first objective. Send your 
M8 Greyhound unit to the 
square two south of it, then fol- 
low that up with your Scout 
Cars. The scouts’ should 
advance to the fork southwest of 
the village. Advance your Jeep 
unit to the field just to the north- 
east of your Greyhound unit. Do 
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is after the complet 
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not enter the village, as there is 
a small machine gun/heavy 
rocket launcher unit in it. Finally, 
move your mortar battery to the 
southern end of the bridge (on 
top of the hill) and open fire on 
the 88mm anti-tank gun just 
south of your objective. Keep 
plastering this unit until it is 
gone, then move your mortar 
one hex northwest and open fire 
on the other gun. If you really 
feel the need, you can change 
your mark to hit the 50mm mor- 
tar battery that will appear in the 
northeast section of the map, or 
lay down smoke fire to obscure 
the enemy’s view of your units. 

Your units of M5 Stuarts 
should proeéed apace to the 
area around the northwest vil- 
lage. Stack them on the north 
end of the western bridge, then 
move your M8 Howitzer to a 
spot near the southern end of 
the bridge and lay down some 
smoke fire between the big guns 
and your M5s. Note: these 
moves can be done in one turn, 
but the computer cannot accu- 
rately plot the path of least resis- 
tance here. Move each unit with 
two short jumps, which you 
should be able to figure out on 
your own. 

After you have completed your 
first turn, the SMG/HRL unit in 
the northeastern town will make 
its presence known by firing on 
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ion of the first turn. Notice the smoke rising from th 
an important element in this scenario. 


one of your units nearby. A mor- 
tar battery in the trees north of 
the village will also show itself. 
Move to crush the mortar battery 
first; you're asking for trouble if 
you concentrate on. the 
SMG/HRL unit first. When 
attacking the mortar unit, try to 
position the trees between your 
units and the AT guns so as to 
avoid a pounding. You also have 
the option of softening up the 
enemy mortar unit with your 
mortar battery. | generally divert 
my attention away from the AT 
guns if the mortars do any seri- 
Ous damage, but leave them to 
the other units otherwise. Once 
the mortars are gone, mop up 
the SMG/HRL unit from the 
town, and, while you’re at it, take 
out the other visible SMG/HRL 
unit. 

On the other end of the map, 
you should move your tanks 
around to the western side of the 
infantry unit that you'll see there, 
making sure to keep two hexes 
between you and it. If you posi- 
tion your M5 Stuarts just north- 
west of the depression up that 
way, you will have a choice of 
targets; either the mortar battery 
in the dip in the road or the 
infantry group on the small rise 
in the road. | recommend taking 
out the mortars first, since they 
pose a more serious threat to 
your forces. Use the cover of the 
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INFANTRY 


Mechanized cavalry 
has helped to make 
foot soldiers some- 
what obsolete, but 
they can still help 
back up your 
forces. They are 
most useful as a 
defensive unit; if a 
unit of tanks wan- 
ders into their effec- 
tive range, they can 
easily decimate it. 
Position your 
infantry units in 
ambush areas, 
such as forested 
areas bordering 
roadways. Move 
them back every 
other turn until the 
attacking unit is 
gone. Sad to say, 
infantry is generally 
an all-or-nothing 
unit type. Kill or be 
killed. 


Mounteo Unis 


Mounted units are 
incredibly suscepti- 
ble to attack from 
any kind of unit. Try 
to keep them off the 
main thoroughfares, 
and unmount them 
when moving 
through a town. 


Auto Fire 


Auto fire (a unit’s 
ability to automati- 
Cally return fire if 
fired upon) is useful 
in situations where 
you are clearly at a 
disadvantage, or 
when you are under 
attack from only 
one other unit. | 
generally set my 
troops to hold their 
fire; | don’t like 
being without 
recourse if I’m 
being attacked by 
two units of unequal 
strength. 
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SSONHILL: 
THE TWO OTHER 
SCENARIOS 


There are two sce- 
narios that follow 
the first in the 
88ONHILL cam- 
paign. | can’t give 
detailed hints on 
them because the 
terrain and setup 
are partly random 
and partly based on 
how well you did in 
the first scenario. 
However, | can give 
you some tips 
based on what the 
scenarios are 
| about. One of them 
is a “run for the exit 
while inflicting dam- 
age on the enemy” 
scenario; the other 
is defensive. In the 
former, the 
Germans will start 
with almost all their 
units mounted, but 
will quickly unmount 
them. You should 
proceed toward 
them, destroying as 
many units as you 
possibly can, before 
proceeding to your 
exit point. Move 
quickly to prevent 
m® them from 
/ unmounting all their 
heavy equipment. 
The latter scenario, 
I’ve discovered, 
most easily won by 
running away. Move 
quickly away from 
the position you are 
supposed to 
defend, trying to get 
around behind the 
Germans. From a 
safe distance, start 
plastering their 
forces with your 
mortar battery, 
using your Jeep unit 
| for recon. This is 
harder than it 
sounds; keep your 
mortar battery out 
of sight of the 
German Panzers. 


_ trees to stay out of the line of 
_ sight of the AT guns. After 
you've glen — the infantry 


of equipment lost. 


Beware of the trees to either 


side of the small hill south of the 
AT guns. Both have hidden units 


rnc and you could stand 
to lose more than a few of your 
unit’s forces. There is also the 
strong possibility that if you 
move a recon unit to within three 
hexes of the trees and wait, the 


unit in the trees will turn tail and 
run. This method works particu- 


larly well if you have already 
destroyed a majority of the 
enemy’s other troop units within 
the parent formation. For exam- 
ple, the unit hidden in the trees 
to the east of the hill belongs to 
German formation 3. If you've 
wiped out all the other units in 
that formation, chances are 


good that the hidden unit has 


lose victom points for Fi piece 


low morale and is very nervous. 
Given the proper motivation 
(say, an armored unit moving to 


twentieth owing to rand 
chance). With the Al set to m 
erate, my chances decreasec 
about thirteen out of fifteen. 
Setting the Al to strong is only 
or the truly masochistic; I’ve 
managed to get a pyrrhic victory 
once and a debatable victory 
once; most times the computer 
just overwhelms me. 

One other scenario should 
interest you, and_ that’s 
GER1945. This scenario is about 
what would have happened at 
the end of World War |! if Patton 
had had his way. The American 
and Soviet forces were facing off 
near Berlin, and Patton wanted 
to take them on. His belief that 


the Soviets could not be trusted 


was well-founded based on hind- 
sight; unfortunately, he was 
killed in a rather Suspicious car 
accident. 

lf you want to win this one 
hands down, set the computer Al 
to weak and play it as the 
Soviets. Soviet forces vastly out- 


within firing ee said : A will 


th eir numbe 


U.S. forces, be prepared to die, 
GER1945 is best played with 
standard spotting tules, as they 


tend to favor the U.S. forces. 
‘Because of the weather condi- 


tions, visibility is extremely limit- 
ed. This will wetien your effo 


north. our tanks ar icf ut 
ry is extremely limit- 
ed. Remember, this is a defen- 
sive scenario; the best thing you 
can do is drop back to the areas 
around the positions you must 
protect and use your artillery to 
wipe out mortar positions and 
reconnaissance units. If you can 
manage to last until the twenty- 
fourth turn playing the American _ 
forces, you’re a better player 
than |. | generally got dusted 
around the twentieth turn, if not 
-Ted Chapman 


At the start of GER1945, forces are laid out as above. Things quickly degenerate to armored vs. unarmored melees, with the 
armored units hampered by the scenario conditions (nighttime attack with blowing snow). 
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Sprint® long-distance service just 
became more valuable - up to. $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, . 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's “fiber-optic” clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 


The Most® A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


x 


the most, including international 
calls—even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


Save on Long-Distance When 


You're away from home too! 
Sprint’s FONCARD™ lets you continue 

to take advantage of long-distance 

calling and savings even when you're 


away from home. The FONCARD is free, 


with cards available for every member 
of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
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directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 
Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 


_ distance to Sprint, and will even pay to 


switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 


_you want while getting two Sierra 


games you enjoy? 
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* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for F ONCARD-only orders. One offer per 
household. Certain restrictions apply. 
** Retail value of Sierra Games. Offer valid on any current 

Sierra product with a retail value of $79.95 or below Pa 

*** To qualify for a second game, the customer must bill $20 
per month in 3 of the first 6 months. 

**** THE MOST discounts apply to in-state/intraLATA calls 

only where authorized. 


Sprint. 
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All in one little box. 


COMING IN SEPTEMBER “94. 


For order information call 800-695-GAME today. 
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